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Simulations - which take off ? 













army and prisoners capi ured during the land battle. 

Produced for the COMMODORE 64 and coming to a computer store near you! 

'£ Gamer • Directed by Bruce Carver * Produced by Chris J. Jones • 

Illustration by Oliver Frey iNewsfietd Publications) • Manufactured in the U.K. by U.S 


INCREDIBLY REALISTIC 
VOICE SIMULATION 

ONE FLAYER PLUS TRUE 
HEAD-TO-HEAD TWO 
PLAYER FACILITY 
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ISSUE No 5 


HOT NEW 
GAMES 


1 6 

SUMMER GAMES II 

Graphically and 1 musically, the 
mosl exciting sports game 
package yet — Big review and 
loads of colour Dies. 



SEPTEMBER 1985 


28 

FRANKIE THE 
GAME 

Ocean and Denton Designs 
unleash a compelling, weird and 
wonderful entertainment to turn 
you into a Real Person. 




SEPTEMBER 

SPECIALS 


44 



FROM AMERICA 

Julian Rignali gets his sticky 
paws on some USA software 
including Super Zexxon, Track & 
ana a drum synth p rog ram , 


55 

DOES YOUR 64 
NEED SAVING ? 

The ZZAPI Commodore Doctor 
offers some advice on getting 
sick siccies repaired and tells 
you where to find you r local 
surgery. 



40 

SKYFOX 

Arioiasoft are also in the 
'unleashing' business with this 
exciting new flying 'fight 
simulation', and the subject of 
this month's cover picture, 


48 

HELP A WALLY 

Mikro-Gen and ZZAP' want to 
know your opinions on Wally 
Week's future escapades. 


91 

FLYING HIGH! 

The ZZAP l team start the first of 
several occasional articles 
comparing games of a similar 
ilk, This month — Flight 
Simulators. 


PRIZE COMPETITIONS 


Z2AP SECTIONS 

5 EDITORIAL — pirates and 
crooks. 

6 RRAP — Ll&yd op^ns up a 
hornets n&st 

50 FLASH — reports from due 
news hounds & blood hounds 

71 ADVENTURE — 

Chronicles Of the White Wizard. 

78 TIPS — Archer Maclean give? 
exclusive tips on Dropions and 
Gary Penn drops some tips on 
other zones. 

86 CHALLENGE - The evil JR 
j refused permission id see the 
exclusive tips) battles a 
Contender on Dropzorw 


34 

BECOME A REAL 
PERSON! 

Ocean are giving away SO copies 
of Frankie the Game to Z2AP! 
readers who prove they're up to 
iti 


49 

CONFUZAPERSON 

incentive have come up with 
what is possibly the cruellest 
competition ever devised! Can 
you stand the strain? if you can 
it'll put a shirt on your back. 


96 THE 64 TOP 30 - The 
Reeders' Chart to popular 
games 

109 RESULTS — The Yippeee 


64 

GRAHAM 
GOOCH'S TEST 
CRICKET 

A chance for 50 people to get 
their hands on Audiogenic's 
latest noble sports simulation, 


. 


98 

MATCH FISHING 

AMigata are offering an 
adventure holiday, full fishing 
tackle and board games to the 
winners of the Jack Chariton's 
Match Fishing comp! 



102 

BOINNNG 

BOINNNG 


Get springing and thing! ng with 
Thing on a Spring end Gremlin 
Graphics may give you an 
exclusive, limited edition 
T-shirt!, ' 


NEXT ZZAP! ON SFJLF SEPTEMBER )2fch 
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SPECIALS 


58 

SPY vs SPY II & 
MERCENARY 

it s almost heref We bring you 
screen shots from the fabulous 
follow up to 8eyond p s spy 
hunting game, and latest screen 
shots on Novagen's 3D flying, 
fighting high speed vector 
graphics action game. 


66 

BIRTH OF A 
PARADROID 

Pan Three of e month out of the 
life of Andrew Braybroofc, Life is 
being breethed into the screens 
— see the prcsl 



TERMINAL MAN 

We start the first epsiode of our 
12-part colour comic strip by 
Oliver Frey, 


Encounter Of die 62 

Finders Keepers 5 36 

Five a Side Football 23 

Frankie Goes To Hollywood 
CM 28 

Great American Cross Country 
Road Race tog 

Graham Gooch's Test 
Cricket 105 

Hypersports S 14 

lam Botham's Test Match 104 

Kennedy Air Approach tog 

Merlin ic® 

MIG Alley Ace 3 8 

Monster Trivia 34 

Nick Faldo Plays the Open 24 
Out on a Limb 82 

Rescue on Frrictalus 100 

Rupert The B<?a> 22 

Skyfox S 40 

Summer Games II GM 16 

Velnor's Lair 71 
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THE ULTIMATE CHALLENGE ot Su |»r Zaxxo n is here. Based on the arcade classic, you knew this challenge was 
coming, but now well see if you re ready tor 11 

Selected U.S. Gold titles are available from all leading computer stores. Aft'98 £1 A'98 

U.S. Gold Ltd., Unit 10, The Parkway Industrial Centre, HeneageSlreel, Birmingham B74LY, CASSETTE v DISK J»iE 
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THE ZZAP! 
RATINGS 


PRESENTATION: Packaging, 
primed instructions, on-screen 
instructions, loading, play 
options, program facilities 
(including things like ease of 
joystick or keyboard control), 
on-screen impression — every- 
thing except the game itself. 

GRAPHICS: Variety, detail and 
effectiveness of screen pictures, 
q u a I i ty of an i ma Lion, 
smoothness of movement, 

SOUND: Variety and 
effectiveness of sound effects, 
quality both technically and 
aesthetically of music. Also: 
does Sound annoy? 

HOOKABILITY: How strongly 
does the game make you want 
to play it and keep playing it? 

INSTABILITY ; How long wilt it 
keep its hold on you? 

VALUE FOR MONEY: Takes into 
account the price plus all the 
above ratings, 

OVERALL: With all the above 
ratings in r this Is IT1 — what the 
reviewers think in general 

THE ZZAP! LABELS 
GOLD MEDAL AWARD: 

Definitely a game abovs ail 
others in the month of review. 
There may not be a Gold Medal 
game every issue, but if there is, 
get it! Just occasionally there 
may be two . , . 

3IZZLER: Hot games of the 
month — must normally score 
around 90%, We reckon any 
ZZAP! Sizzler is a great buy, 
unless you really hate that 
particular type of game. 

TACKY: In our view, a second- 
rate piece of software. Steer well 
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sensible enough, because a law 
like this cannot be effectively 
used against the mass public 
hell bent on swapping and 
copying friends' games for their 
collections.. The activity is, 
however, covered in the 
ammendment^by stating that 
the act of loading a computer 
program into a computer 
Without the copyright owner's 
consent constitutes an 
infringement of copyright This 
may sound a bit con fusing, but if 
you have bought a genuine 
commercial game program, 
then obviously the copyright 
owner is happy for you to load it 
into a computer, but the 
copy right owner would never 
consent to your loading the 
p rog r a m if it was f o r th e 
purposes of making a copy of ft 

Well,, *t r $ a fine point and, as 
you can see, not an easy area to 
enforce! 

So all In all the new laws are 
hardly likely to affect the home 
copier very much, unless Bob 
Hay decides to make a few 
examples where proof can be 
Obtained, but it should have a 
much bigger effect on the 
commercial pirates who have 
tended to operate more 
successfully in the C64 market 
where the program prices are 
traditionally higher and tape to 
tape copying somewhat harder 
than, say, on the Spectrum, Sut 
what does need some clarifying 
is what portion of the claimed 
£150 million a year lost revenue 
from theft is made up by 
commercial pirates, and what 
portion is lost through home 
copying. 


Illegal copying of games has 
long been a sore point in the 
industry, but from the 76th of 
Ju I y it has been officially 
outlawed and the copyright laws 
ammended to make it easier for 
the courts to determine whether 
an infringement has taken place 
end for them to send convicted 
offenders to jail for up to two 
years and be fined an unlimited 
amount, FAST (Federation 
Against Software Theft) has 
lived up to its name, having 
been set up only last july 
primarily to seek changes in the 
law to protect the copyright of 
computer programs. FAST 
claim that pirates (preferred 
name — software thieves) are 
Costing the industry £1 50 million 
a year. 

FAST has also appointed Bob 
Hay, a former Chief 
Superintendent of Police, to act 
as an Enforcement Co- 
ordinator. Co-ordination has 
always been one of the main 
problems of 
software the 
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with several 
agencies working in isolation 
and often in ignorance of each 
other's efforts. 

What is instantly noticab-le 
from reading through the 
provisions this amendment to 
the act makes, is that the words 
J io the course of trade" run right 
through them all, implying that 
the law will regard 'possession' 
(in the domestic sense) as far 
less serious than 'pushingl in 
other words, copying for 
financial gain. This seems 
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As I sit do wn to check out what letters the JazGaz duo have input for 
my second month at the RRAP desk, I get the feeling that 64 writers 
have a strange sense of humour. Surely someone out there is 
normal, or is it all this games playing that warps the brain through 
time? It was a hard job picking out a letter of superb merit (they're 
all so awful — well, perhaps not that bad, well some are even 
okay-ish but I thought this one contained some strong points to 
make, so it's £20 of software to . . . 


PEACE, LOVE ONE 
ANOTHER ETC . . . 

Dear Lloyd. j 

bored in ft lesson at school 
i read your meg. Oh rapture 1 Qh I 
amazement I A CBM mag oo^ingl 
with sel f -satisfaction a nd | 

^mu gness of C8M owners* as j 
they 'Vo lu Ned rnto bei =•* Jvit 

The S p&et r u m is dead , Jo fieri i ve ; 
the 64. And 1 hat !%£&?% Gary 
Duncan is suggesting Ultimate 
[give up on the sp^Ctf iim and 
[switch to the Commodore 64 3 
[Talk about being dense i 

Sped rums, when brought j 
[out. were popular* being easy to 
[program (yea, easy) and with 
rjollWpirft houses bringing out 
| • >t s’ .■ r r W : i f f‘. iL nuie « 1 ii^rv j 

1 1 he 6-1 can ever h a pe for K vv hose 
I rang e expanding with the 

ISpdcirum far from gome from 
I \.\ ^r enCp with a bigger user 
I base than the 64. 

What I can't understand is 
■ why argue which is the best 
I computer when they' re made in 
[different count by diffe^rem 
■companies with different 
I languages and rheit own special 
I features? Why can't peopfe 
I make up their own minds about 
■which compuler you should, or 
I shouldn't write software lor? 
■Commodore 64s and Spectrum* 
[are treated like a religion when 
I THEY ARE ONLY CQMKJ TERS. 

I And lor the record we don't live 
I in a Communist country,, so 
I leave people atone with their 
| choice of computer, 

Boland 'the rat Kershaw Bury, 
Lancs 

Yes. what sense you seem to 
write. Luck fly things have 
altered 0 frit since the move to 
Ludlow so it's Speccy end Sfccy 
pt'opie vr onr tug happy larnffy, 
just like the bibteseid with 64 
owners playmg 3D Sta rsi r * ke 
lend sitting with the Spectrum 
pwnef& an d Spectrum owners 
[gasping ut Impossible Mission* 
lofs of peace T flowers and 
fercensa sticks everywhere e?c f 
ele Freeh out f Love one 
another f Yeah f L h yd 

, , Sorry, this ts all rubbish 
Urtri / never wrote any of it (as 
you can tell — only accept the 
fro ki LM as being authentic 
Gary s been at ffe keyboard 
[a<?a,rn r hacking my fife s.. 
Iffowevw r, / do agree that the 
1 writer makes sen se. Computers 
tare only computers after ah . . . 
LM 


MYSOOPA 


Dear Lloyd, * 

I'm writing this Setter to 
complain about software 
houses at the Commodore 
Show. When I was there I tried to 
purchase Flits, Test Match and 
Way &f the Exploding Fist on ly to , 
find that they weren't av&jlabte. 
What is the use of having a big J 
show like this, letting the users r 
see and pi ay the game only to 
tell them lhat they aren't due for 
lelpa&e lor a week. I would have 
really liked to have bought them 
at the show, but as they weren't 
available I spent the money on 
some Interceptor games which 
brings up another point. 

On the Interceptor stand was & 
bin filled with Interceptor games 
and they were selling forth rm 
for a pound, t thought this was a 
good offet end bought Get off 
my Garden, Heroes of Ham and 
Siren City . After the show I went 
home and tried to load them and 
they failed. One tape, Siren City, 
when played through and audio 
cassette player was blank. I 
phoned Interceptor and they 
said that i! was a sort Oi 'lucky 
dip' and if you got a working 
cassette y o U were J uc k y If t n cy 
didn't work then you could use 
the cassette as e blank. In the 
end, after much complaining, I 
got some replacements. The 
Heroes of K&rn loaded but if you 
go west it crashes 

I want to warn your readers 
NOT So buy Interceptor games at 
shows 

Chris Fitch, Walthamstow, 
London 


r/WNttt 

S' 

ft is a bit o f a disappointment nor 
a r to be able t o ge r your hen ds on 

ve games you think wifi be 
*m available at shows, but of 

v't course, although everyone tries 
i to he rea dy in time for a show, k 

ih doesn 'f always work out that 
way. Anyway, It wouldn't be 
s a much of a sh ow if they he tf 
es nothing new to display. 

b As to your experience with 

s a interceptor's 'lucky dip \ Julian 
f sa ys, 7 suppose you could ceil 

id yourself lucky rf the Interceptor 

mt games FALL tO to load i I 
nd wouldn 7 bother to get another 
f f y. Her oe s of K a r n an yway w it*s 
i io pretty pathe uc. ' 

That seems to me a fairly 
generous attitude.. Julian, if l 
f were you . Chris, I’d kick up such 

a stink with Interceptor that they 
*y i wouidn J knv w wheth er they 

ie were coming or going 'Lucky 

dip* or not a sale was made, and 
, i are entitled by law to nave 

the goods purchased in working 
rou order, (June dearly a cassette 
with no program on it is not in 
> working order. IV s this kind ot 

& a i cheap chicanery that gives the 

software bustness a poor n&mn 
Humph. 


ZZAP! STAND 
BLUES 

Dear Lloyd. 

I was one of the thousands who 
went to the Sixth Commodore 
Show East month. I tried three 
times without success to get 
within ten feet of your stand. It 
was always crowded, and being 
lucked away in the corner of the 
hall made it impossible to get to. 
Are you showing your wares at 
the Commodore Horizons show 
in October? If so please get a 
stand wh ich you can get to from 
at least two different angles. 
Perhaps you could have a 
challengers comer to try to 
topple JR from his throna. 

I must be one of your readers 
who missed issue one of your 
map. Is there a ny way to g et 
hack copies? Just as a matter of 
interest how did the 'three 
musketeers' - get their jobs with 
you? Did they reply to an advert 
like mere mortals or did they 
have contacts? 

Just one more request, keep 
up the good, nay , excellent 
work, 

Sean A Poffett* Shepherds 
Bush* London 

ft seems the show went very 
well for ZZAP f (f wasn't actually 
there as no one bothered to ask 
me along, so I'll hand over to 
Julian to answer , , J 

Yes* we re amazingly popular 
aren 't we? You were lucky you 
caught a glimpse of us, many 
th o usanth wen t away 
disappointed How did we get 
our jobs you may askf Weil we 
were chosen for our good looks, 
unbelievable gamesmanship 


and superb command of the 
English language. They chose 
right too! JR 


Take him a wa y PL PA S£ I 

LM 


v J r 

A- 


, .■ s - - , * 
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FRANCO FREY iS 
REALLY NICE! 


Dear Lloyd, 

Sorry to hear trig* news about 
Chris Anderson, aft^r the 
departure of him as editar. ! 
know this after tatting to Franco 
'lie's so cool you canlteep a side 
of bacon on him for three 
mont hs' Frey at the Commodore 
computer show at rhe Novate I m 
Lor ido a I was talking to him 
about ZZAF ! r s popularity and 
was amazed ai how many 
people were buying the mags, 
Franco 'brighter than a 
supernova' Frev is a really nice 
parson. Keep up th§ good work 
and keep producing those 
brilliant maps. 

Gareth Evans, Shoe biry ness, 
Essex 

PS Is Lucy Anderson any 
relation to Chris Anderson 7 


Franca Frny 


^'es. H'd 're all Sorry *oo Franco 
is a cool dude isn T he^He '& 
reeeeeeeeealy bminy too (you 
can tell h y his specs), He does all 
this bri/ftant electronic stuff and 
does wonders with disk drives. 
He's realty great He etep pay* 
my wages. He's so intelflg&nt 
Can I have a pay rise? Basics tty 
Lucy &; like, Chris's wife, 

LM 


sunlight hit me in the face, the 
birds were singing, the sun 
shining iWHA 7 IS THIS UT TER 
DRtVEl -LM/, l crept downstairs 
into the kitchen. I needed 
nouri s hment f or today was to be 
the day of days, the even t of the 
century. 

Today I had to fulfill my quest 
f DOESN T HE GO OH -LM/, to 
complete a task ail my ancestors 
had failed. Togo a WHOLE 
WEEK without buying a 
computer game, 

The time was 9 am. I was 
waved off by hundreds of fellow 
IODERS (WOT? -LM), most 
wishing me well but some in 
despair that I might be another 
young hopeful that always fails. 

I was determined to do them 
proud. 

The time was 1 1 .00 am and I 
had passed many computer 
shops but my willpower was 
Strong, 

f Stopped for some provisions 
but for no longer than three 
minutes. 

I was in the last hour of my 
quest. The people of ID spurred 
me on, I needed the fame and 
glory. I wanted to be a hero. 

Ten minutes, five, four, three, 
two, one, I was into the last 30 
seconds of this strenuous 
ordeal. They shouted, cheered 
and praised me On. Only twenty 
seconds, ten, three, two, would I 
make it? ONE III YES! YES I a 
cause for Celebration. Maz of Id 
has gone without buying a 
computer game for a whole 
week. 

Maz of Id, Ilford, Essex 


without software. You should 
have seen Gary before we 
rescued ht m. (VIOLINS PLEASE! 
There were 468 of his family 
living in a wet paper bag on 
Berko sewage farm and they 
couldn't even afford hangman 
for their abacus until 464 of them 
were wiped out by a virulent 
bacteria contracted in a 
discarded pot noodle. THA T'S 
what / call hardship! JR 

- ■ ’ /s th/s kfndoi exaggerg tion 
3 very good omen for the men 
who runs the ZZAP Challenge hi- 
Scores fist / ask you? 


DON'T PRINT THIS 


#Wg Degia* Hackn«y, London 
PS M this fetter Is printed do not 
print ftri& part: Pfea&e, plea*#, 
pfign&tf, please, please, pl^nse 
could you print this letter I faive 
written in so many times to PCG 
andZZAP 1 But you never,, never 
print any pf my letters. please 
ZZAPL just once, 

No clmncsroom ms fey. The 
'oner was & too bd crawly and i 
t hough t people would find it 
boring so / thought t*d fust prim 
i his bn instead. What ’s wrong 
with being yourself anyway? By 
(he way, PCG is tong deed so 
they 're not likely to print spy of 
your titters l 


RETURN OF THE 
CONVERSION 


DANISSSHHHHH! 


Well hi! 

I have three questions for you: 
Will there ever come a version of 
Lady Bug' for the Commodore 
64? Why are you so slow to send 
me the games f have ordered? 
Can f win the competitions 
despite the fa ct J live in 
Denmark? 

Jacob Staffers, 2920 Chari), 
Denmark 

The answer to your questions. 
No there will not be coming a 64 
'Lady Bug ' as far es I know. Read 
the explanation in the previous 
issue , and Yes, okay?! 


Dear Lloyd, 

Could anyone tell me if there will 
be a 'Return of the Jedi' game 
coming out forthe 64? I'm mad 
on the arcade version and can't 
wait till it comes Out on a home 
computer. 

Thanks for making a great 
mag for us 64ers. It's the best 
thing that's happened for a long, 
long while, Lonq liveZZAPI (and 
Rockford J. 

Martin Forbes, Grampian, 
Scotland. 


NICE 

CONSTRUCTIVE 

CRITICISMS 


t don r t know the answer to that 
one, other than saying there's 
bound to be one sooner or titer 
/ must admit to being a bit 
disappointed with the game 
myself and still prefer f Star 
Wars'* Arcywsft, come on you 
miserable so ftware houses 
listen to this poor men *s pleas. 


WHAT A MAN! 


Dear Lloyd, 

Let's get one thing straight: I’m 
not one of those people who 
write to the mag and soak you in 
praise and worship for the 
simple reward of a game. 
Instead, I intend to benefit your 
publication by submitting some 
advice which may, or may not, 
be adhered to. 


Dear Lloyd, 

I woke up, looked around, it was 
morning, a time for rejoicing in 
the streets for today was 
Saturday , . . the last day of my 
quest. I smiled with glee. I got up 
and opened the curtains. Rays of 
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Firstly, let s get the bad points 
over with. I expect it is 
commonly known that the most 
eye-catching pages are those 
which are printed with the 
scree n p i ctu res of th e g a me i n 
colour. As well as being 
attractive, these also tend to 
give an indication of the quality 
of the game being reviewed, ie 
g raph i cs a re di fficu It to judge for 
on esel ( with ou t colo u r, Fo r th i s 
reason, I intend to advise you to 
print in glorious monochrome 
only those screen pictures 
which are from a game with a 
low overall rating. This simple 
black and white/'colour first 
glance indication would advise 
your readers vis ua lly wh et her o r 
not the game is a good buy, 

The second quibble t intend to 
bring to the surface is the 
presence of M inter's column. 
Initially, I didn't mind its 
existence, but since it occurred 
to me that with his newsletter 
containing a near slating of 
ZZAPt, Jeff didn't mind too 
much gaining publicity with his 
column from the magazine he 
likes so little. The only 
conclusion J could draw from 
this is that he is entirely two 
faced (the best probably used 
for sitting on) and that he would 
feel free to gi ve comment 
against ZZAP! anywhere except 
to the face of its editor. Really, if 
Winter's image isn't shattered 
by t h i s a d m i ssion of tota I 
dishonesty and lack of courage 
to approach ZZAPTs editor and 
tell him to his face his own 
opinions, then his image is 
totally indestructible. As for 
myself I believe that you 
submitted fair comment on 
Mama l feme, As to Winter's 
constant slating of Tony 
Crowiher, saying that Tony's 
games are all the same, I cannot 
really see that M inter's differ in 
all that much of a degree from 
his others. Every on of them. " 
with the exception of 
Psychedelia (a total waste of 
money for anyone with an IQ 
above a negative value l is a 
typical boring shoot-em-up, all 
difficult to control and very 
repetitive- I mean take Revenge 
for instance, OK the different 
aliens are funny to look et, but 
can anyone honestly deny that 
the humour dies after a few 
games and that you are left with 
little variation on the simple 
'Space Invaders' theme (LEFT/ 
RIGHT, ZAP/ BOOM K How can 
anyone honestly say anything 
about another far superior 
programmer without looking at 
the quality of his own games 
first? (Personally I think he's 
jealous of our Tony. 

Okay, so those a re the bad 
points. Now for the good, and 
those which you should keep in 
your magazine: 


VSs> 


/ WRESTLING 

j Dear ZZAP* 

il m afraid, but glad, ?g say lhat 
your magazine causes fights in 
our house The reason being 
shy 5 us soon a$ E buy it my three 
children wait impatiently until I 
put it down and then there Is on* 
mad scramble tor it to see who 
can gel it first. 

T hey a 1 1 th i nk 1 1 J s g real a nrt am 
constantly looking through it to 
choose which games I should 
buy for them to play n ext (on MY 
computer!) I also think your 
mag is good and has many 
things of interest 

I don't know iT this is a good 
idea or not hut could you devote 
one or two pages to the good oj 
bad points of Micronet, 
Compunel or same sort of 
modem. 

; I ask thas as 1 am ih in king of 
buying a modem and am 
i wondering which service to 
devote my hard-earned cash to 
R Higgins, Basildon, Essex, 

PS Loved the review of Chicken 
| Chase in the July issue 

Simple answer to your first 
| problem of bean is to buy one 
mag each {ben yuu won't have 
any fights amongst your biddies] 
end perhaps Nuwsfield will bn 
able to send me to Chicago next \ 
i year 
JR 

By the way I flunk you should 
buy four mags too then perhaps 
N ewsfr eid cou id sen d Julian to 
Outer Mongolia next year 
Seriously though, folks, ZZAP hi 
\n&w Of f Micro net (check MBX , 
the end of bus turgtd Column). 
They spoil the name wrong at 
ftrst f but I hope ft's been phi 
right, also, our number is Its fed 
under Roger Kean,, the editor 
due to some extraordinary 
regulation which tends to make 
the fisting a bit pointless in 
I connection with Micro net, we 
will be look h ig a t Some m ode ms 
\andofher hits a pieces to do *vtf/p| 
Micronet soon 
LM 


SIR ROCKFORD??! 

Dear Sir Rockford, 

I would like to congratulate you 
on your great magazine (which 1 
understand you have some help 
with), I would like to make a few 
humble suggestions if I may, 
your highness , It would be nice 
to show the cover of the game so 
we would know what to look out 
for in the shops. It might also be 
a good idea to have a 'golden 
oldies' page. 

I was surprised not to see your 
name on the Queen's honours 
list. I nearly had heart failure 
when I read some idiot's (called 
R ieh a rd C u Egey ) I ette r say f n g 
that you are an idiot and that 
your extremely funny 
comments were totally 


irrelevant So, your Highness, if 
MrCugley lays one finger on 

S ou I will personally go round to 
is house and kick him in the 
(coot on page 202) 
lain Bam, East Dean, Rotherham 

Oh dear! It Just gets worse and 
worse. Anyway, the ifttfe Cuft 
already has a tide: Rockford 
PA.LNLN T.H.E (C.Q.N. T ON 
2,0.21 On the other point, we do 
put in tbs game covers hr the 
very reasons you state, but 
sometimes there is actually 
room on the page, and quite 
often , we get the game to revtew 
before the covers are printed— 
makes life difficult at times f 


SISTA TRUBL 

Dear Lloyd,. 

Aher reading the Muther 
Trubble S decided to wnte and 
tell you about my problem:- 
SISTER TROUBLE. I come home 
from school to find her playing 
m y g a mas ( t he c hack of i t ) , Then 
I sal down and played her at a 
Few games and suffered from 
SiSTA BEAT! 5 ME US AT A 
COMPUTA GAMQ. She is also 
younger than me. 

A, suggestion for the mag. 
Why not have an 'Agony Aunt 1 
sort ol thing for people who are 
stuck on games to gel help from 
Both my sister and I are stuck ori 
f RAK f Howdo you get pa st the 
second level 7 

E'vejUSt noticed a bug in your 
mag. The issue concerned is the 
July one. Where was the review 
of Realm of impossibility! 
Instead Ehere was a review of 
j Gates of Dawn I was mega, 
mega cheesed gff about it as l 
was thinking of getting it. Any 
chance of a review in future. 
Why not have a cartoon oE 
Arth u r Pen d rag o n 1 i fee Jetma n i n 
CRASH? We canT let RDtkford 
have all the glory can we. 

Ian Johnston, Elie r Fife 

.Julian did review Realm of 
Impossibility bui it wasn't 
| included due to too much 
editorial writing. By the next 
i issue we decided it was too old 
to revrew. For those who are 
interested the marks were 
Presentation 69%, Graphics 
36%, Sound 24%, Hook ability 
45%, instability 48%, VFM46% 
and Overall 44%. 

L M 


EGOTISTICAL, 

ECCENTRIC 

MORON? 

Dear Lloyd, 

Having read that Jeff Winter 
doesn't actually like ZZAP I , I 
would like to express my views 
on the subject. Although I am 
probably in a minority when I 
say this, f feel Jeff Minter is a 
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PCG, but does give the reader an 


indication of his or her status in 
games-scoring among the other 
games freaks. Also it gives 
valuable tips, methods used by 
other players to achieve their 
high scores, so this is definitely a 
worthy feature in your 
magazine. 

Also there's the cartoon 
bubbles and faces of the 
reviewers on each review- 
Forget anyone who says these 
must go. I don"! look at the 
writing on a review first, at all. t 
simply consult the expressions 
of the reviewers' faces and 
subsequently fiEter out the good 
programs from the bad. So, 1 
must say, that for those people 
I i k e my se If wh o can H t wait to tu rn 
to the next page, this is good 
because I can merely glance 
through the expressions, see 
which are good and read those 
first. Then, when 1 have read the 
magazine, I can examine it page 
by page. 

Who designs the covers of the 
magazine? IT I didn't know better 
I'd say it was the same guy who 
does the covers for that fantastic 
Isaac Asimov. Well, is it? I can 
say with absolute confidence 
that this is the best cover to 
reach any computer magazine in 
the country, if not the world. It is 
the most eye-catching I have 
ever seen in my life, and I 
guarantee that it is the covers" 
attractiveness that will 
consistently increase the ZZAP! 
population, 

Merc Foreman, Leeds. 


/ think all those little faces are 
boring, I mean, who on earth 
wants to seeJazGazPai 
eternally grimacing from almost 
every page of the mag — apart 
from the named persons 
themselves ffirtfe big heads). 
Still \ perhaps that's why f J m not 
the editor and don't get Invited 
to computer shows. Each to 
their own, f say. As for the 
covers, they are done by one of 
Britain $ best painterists, none 
other than Oliver Frey, brother 
to the 'cool dude* himself, ex of 
the * Trigan Empire', Van Dare* 
and many others. Oil's comic 
strip Inventiveness can be seen 
in this fssue with the start of the 
TERMINAL MAN 
The simple answer to colour 
pics vs bf w pics is COS T. Unless 
they 're very fate In the schedule, 
all the Sizziers get colour, but at 
£60 p f us per cofour picture 
separation before you get to the 
printing {mono only costs about 
60p each} you can probably 
begin to see the economics 
involved I 
LM 
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stupid over-the-top ext remist. 
Obviously he is entitled to his 
own views hut this does not 
mean that he can try to persuade 
others into his philosophy, 

Jeff Minter is a successful 
programmer in his own right, 
but unfortunately his conceit 
and big-headedness has falsely 
convinced him that he should be 
treated l ike a god. Furthermore, 
rt is my considered opinion that 
his games are not particularly 
brilliant when compared to the 
skirls of Crowther or Gregg 
Barnett (Melbourne House), 

G ames such 35 A ttack, Re venge. 
Sheep in Space, Metagaf&cttc 
Llamas a net Gridrunnert Matrix 
are not particularly appealing, 
indeed they are particularly 
boring and monotonous. 
Psychedelia, however, is one 
program that has appealed to to 
me and Mr Minter deserves 
credit for it. The program is 

I ! A B I* 1 *.. . r 
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but the instructions that 
accompany the tape are an 
excel lent example of my point. 
They are too brief as this is a 
totally new concept that nobody 
has previously encountered. 
They do not explain the special 
fu nctions of th e p rog ram to 4 full 
enough extent and quite simply 
fire ridiculous. Such quotes as 
'see you out by Alpha Centaur i , , 

, ' do nothing quell my suspicion 
that Jeff Minter is a long-haired, 
egotistical, eccentric moron, 

F inally I would like to express 
my distaste at a certain letter 
printed in the July edition 
entitled 'Vic Busters'. The 
machine in question, the Vic 20 
was an example of a 
breakthrough in value for 


money when, considering that it 
was brought out four or five 


was brought out four or five 
years ago, before the infamous 
Spectrum it offered full colour 
capabilities and decent sound 
for under £200. 1 owned a model 
for over a year before 
exchanging [t for my 64 and was 
perfectly happy with it. 
Obviously, the 64 is infinitely 
superior, but these two idiots 
have annoyed me and several 
others, I would appreciate it if 


you would abstain from printing 
such drivel in future, and 
concentrate on pieces such as 
my own in the same Is® ue. It was 
a joy to see it in print and I would 
like to thank you personally, 

P Knee. Bolton. 


We have stiff been receiving tons 
of matt on the 'Minter Subject' 
which, if nothing else, proves 
that the man inspires either 
hatred or idolatry but certainty 
not much apathy . ftb's stiff very 
sore abo ut the Mama Llama 
review in issue one (from which 
we ve had plenty of feedback, 
both critisising and support mg 
our views), 1 get the feeling that 
L lamasQft's ad in the test issue 
was designed to show us that 
we were wrong and that other 


7 WO LETTERS..,?! 


Dear Lloydy 8aby r 
I understand yon like poetry $q 
here an ode to the instruments 
jof Satan called T3 Bana nas h , 
Read it as a lyric. 

Banana, Banana, Banana, 
Banana, Banana, Banana, 
Banana, Banana, 

Banana, Banana, 

Banandj Banana, 

Banana, Banana. Apricot 
Beware the Banana in 
disguise, 

Norman Psych Fish person. 
Preston, Lancs 


Dear Lloyd. 

Could you please review the 
game The fishpeopie Strike 
Back l r ve heard it's being 
imported by US Gold, Also in 
response to Tony Treadwell's 
letter 1 wpufd just like to say 
sausage rissoto, sausage pie 
and sausage vindaloo. F also 
befiftve you should have more 
fresh fruit in the magazine for 
xiblic health education reasons, 
Particularly ifypu could shove □ 
banana in Julian RfgnalVs 
schedule ( wou Ed be very 
pleased Why don't software 
houses use the 10X German 
Loading system (TURBOTAPE - 
JR/ which will load a 64K 
prog ram in under two minutes? I 


reviewers agreed with Minter. 
Ut leave the judgement to you 
but t do wonder whether the 
North We$t&m E vening Mail 
iBarro w /n-Fumess) and the 
Thetford and Watton Times 
( Norwich) have a better 
understanding of computer 
games than us? 

LM 


I'd like to say a quick word 
regarding the VicBusters. ffi'd 
been replying to the letters then 
my reply would have been 
something like ‘scared that the 
Vtc 20' s memory is bigger than 
your/Qr-JR 

. , . Fortunately you are not 
replying, so you wouldn 't say 
anything as insulting as that, 
would you? 

LM again 


don 't find It unreliable In reply 
\ o t he V rc Bu 5 ters th pi Vic was 
the best out in i ts limn and hasn'l 
aged badly 

Norman Psyche RshpefSOn, 
Preston. Lancs 

PS Sausage burgers, b ready 
sausage, braided sausage, 
bacon sausage, jumbo sausage, 
party sausage one stick with a 
piece of pineapple, sausage con 
c a mi, SEi u sag e su pt e m e , 
sausage d'est&rgots, sausage 
chowfiiein, sausage fried r«ce, 
sausage pizaa, Cumberland 
sausage, sausage sanrtwrch 


Dear reatf&r$, IshoukJn 7 really 
have let this through, but f just 


thought it might gi ve you some 

hi 


idea ot how much time we a// 
hove to waste reading through 
^QML' letters Aperfect example 
of a tot&f nutter, 

LM 

Why software houses don't 
use Turbotape beats me too . I 
suppose it's too easy in crack, 
ft s 0 si fame though , ids she best 
turb&foa der a roup d and tt s 
about three years ohl f By the 
way, what's this obsession with 
sausages and bananas? Tri Uke 


to get you to a psychiatrist to see 
wha 


iar trail means, although l 
have drawn my own 
conclusions, 

JR 


COOL ELECTRON 
OWNER WRITES 


DcarLLoyd, 

I am writing to tel! you how 
much I like your mag. The 
problem is that I haven't gat a 64 
(like most people who write ink 
In fact fva got an Acorn Electron. 

F can hear you now, 'poor boy, 
what wa$ h& thinking of?' Well, 
the truth is, it was not me J It was| 
my bag brother, Robert- We had 
set ou r bea rts on an E I ect ron a nd 
were just about to get one when 
we heard from a friend of my 
Dad's who had just bought a 64. 1 
then went and asked Robert 
about it. I might aS well have 
asked a Spectrum owner. r No, 
no the ROM's too small' was the 
reply, so ihai was (heend of that,; 
no 64 for me. Then Robert saw a 
friend's 64 working end if by 
magic was pu lled into the 64's 
magnetic personality. So by 
next Christmas Robert was a 
proud owner of a 64. So now my 
only hope of getting a game of 
Boufderdasb, or a quick crack at 
Impossible Mission is to sneak 
in while he's away. Now he's got 
his hands on Elite Iquickly sent 


by mail order) so that's the end 
of 1 


my games on the 64 for a 
'while, 

Andrew Kerr, Dumfries, 
Scotland. 


Sounds like it's tune to change 
your brother, or your brother's 
| friends anyway f Never mind 
day Elite on the 


you can play 
I Electron, Tett him from me that 
fie is to let you play on his 64 
Ignore often to make up for 
'leaving you with a hit of a 
dinosaur 
LM 


FOR EXTRA SPEED -CREDIT CARD ORDERS RING (0734) 591678 
or PRESS JOYSTICK BUTTON! 


INCENTIVE, 54 tonuJofi S^r4tt. Reading Berkshire RG I 45Q. 


CONFUZION 

The multiplayer, skill stepping, fuze burning. 
64 level, experience! 


* 

One of the best & most original programs 1 have 
on any mkro in several years" 


PRIORITY ORDER FORM 

Please rush me a copy of Confuinjn for the COMMODORE comput- 
by 1st class post I enclose my cheque for £ 6. 9S or debit my credit card 
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KOMPLtTNtT 

SKWRIBES 


Dear Cmature who reads this 
Setter. 

Ever since 3 discovered the 
world of computers two years 
ago and bought ow myself I 
have been looking tor a 
Magazine which is as goad as 
.my 64, but 1 havfi not succeeded 
I until now. 

A few months ago I bought 
RYE mags each month so l have 
got a huge mountain of old 
mags, actually I have got 30 
kilos* yes, 30 kilos. 

On my quesi for the one and 
only computer magazine I have 
conic over such as: Home 
Computing Weekly, 
Commodore Computing 
InUrnalional, Your Computer, 
Your 64 r Commodore User, 
Micro Adventure, Your 
Commodore Personal 
I Computing Today. 


Out now l have found the 
perfect mag, it is really 
liioooi tgadnooru], and 1 will buy 
Lt each month. Hooray far 
COMPUTER AND VIDEO 
GAMES 

Joe Coot alias Soren Vejrum, 
9700 Rronderslev, Denmark. 

jPSOoops^ 3 think Easy Script 
hag made a mistake (s big one) it 
has replaced SAP 1 64 with 
Computer and Video Games {go 
\wmh your mouth). Of course it 
Is not C&VG I'm going to buy but 
the klooongadooorig ZZAP! 64. 
PP3 Is there any 


way to gel my 1 
I tands on a copy of ZZAP! 64 
I issue one? I would rwHy like to 
get it because of the reviews and 
$|li the mst. 

| PPPS You may say that it's my 
own fault that I didn’t get the f Inst 
issurt of ZZAP 1 64 but it isn't it 
never reached Denmark. By the 
way, over here the mag costs 
[what equals to E2 but it r s still 
great value Jot money 
pPPPS (think Rockford is great, 

I almost as funny as the small 
I drawings in MAD magazine, 
IPPPPPS 1 really think this letter is 
[worth the First ZZAP! 64 don't 
lyo*U? 

IPPPPPPS This letter is written on 
E my own homemade self- 
Ideshuelive papea . When you 
■have finished reading it, it will 
I mutate into an enormous, pink, 

I elephant-eagle . , , 

I. , . at which ppint th/5 Seller 
I becomes real silly Thanks for 
Ijrte endless PSs f but it won 't get 
I you anywhere* you know, Issue 
lone can be pu trhased through 
Iff *£ hack numbers ad. 

Ilm 


MOREONMINTER 


Dear Abnormal ZZAPERS 1 
Who does the hairy guy on pa®e 
live, issue threo think he is 7 l 
mean WOW! LBt's all slag down 
another mag because 
everybody isusthpdura for 
toilet paper, 

I mean man, I've been 
receiving Jeffs boring lit tie 
printout thing sine# it first came 
mr Ah yon net is a load nl 


There's even Rockford, 
The oute little mute. 

Chorus 

Z Z Z-Z Z 2 Z-APt BAFFIN 


Dear ZZAP! 

Hey, you Ve heard about Brian, 
haven't you? You know, Shan 
BloodaxCi that mega-hit on the 
Spectrum of earlier this year. 
Yeah, that one, the game that 
CRASH raved and raved about 
(as in \ . an excellent game 
which is representative of the 
high class of software which is 
being produced today/ and 1 . . . . 
BB\£a truly marvellous think, 
and a game which I don't think 
THE EDGE could improve 
upon/) Yeah that one. You got it 
the one that gotaPCG HIT 

_ .1 _ _ _ __ ■ . r _ 4 I _ r 


crummy Atari slide rule things 
they call computers. 

Oh, l forqot about the craiy 
Star Wars machine he keeps 
going or» about Hey, man didn’t 
you tnow wo are all millionaires 
anti cnri afford a mega real 
fifcadtefl arne 

The reviews are writteil by 1 2 
year olds' he said. Look who's 
talking. A. sjily hrppv who won’t 
write a game with Tony 
CrDWther, who rides about on a 
silly bike and can't be bothered 
to wear sorks, t mean he's I he 
one with <1 mental age Of 12. not 
Roger and the sang. 

if he does n't like the mag tell 
him to go elsewhere and let a 
I rue Comm adore fen lake over . 
Tony Crowthor is a lot shore 
grown up and fun. PHEWI'I 
I think voiif mag Is well. , . 
ZZAFl no other word for 

it. I feel sorry for people with 
stutters though. One Z ts enough 
to pronounce but twol It takes 

R ng Vour name. 

imded rne so much of 
that I decided to write 
te I was on mv 
My brother throws it 
a window while I'm in 

ZZAP' RAP. 

down, 

3 ZZAP' sound 


Look oui BE i 
Here we Con 
We re the «v 
An evil fount 
I must leave 


review, only just fell a few points 
of a CRASH SMASH, and either 
got 'hit' or 'star game ' status in 
virtually every other mag going 
That’s the one. Right now 
listen, you won't believe this but 
ZZAP! just reviewed the C64 
translation of it, right. And you 
saw it, right? I know, t know, the 
review is almost word for word 
identical to the one that 
appeared in CRASH, but that 
was due to time constraints, 
honest — the game was 
reviewed fully, honest. Anyway, 
why i called was , . . what? Oh 
yeah, I know that one of the 
reviewer s comments was 
virtually identical except for the 
ending, which instead of saying 
that BB was hot stuff, he said it 
wasn't up to much, even as a 
Spectrum game. But listen, this 
is important, no really, listen. 
You see the name of the game is 
'let's knock everything Speccy.' 
Oh leave off, don't start laughing 
again. Seriously,, yeah, the game 
everyone raved about on the 
Spectrum, well you have to, I 
mean it's the only thing a decent 
C64 owner can do, isn’t It? You 
have to put the game down. I 
mean, of course acknowledge 
that the game is an almost 
perfect translationof what m ade 
Brian a mega-hit on the 
Spectrum, but let's then really 
drive it down for being like a 
Speccy game, Geddit? Oh come 
on. I'm trying to be serious, 
really. What do you mean, you 
think I’m jokin 
I heard that 
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THE EDGE hove s handle on 
that. You see, the €64 supports a 
Staggering 8; software sprites, 
whereas Brian demands up to 30 
on a single screen. So software 
sprites are all that's possible. 
Yeah, you can get round it; but 
that taxes RAM — end there's 
precious little of that left in a C64 
when THE EDGE finished 
putting in overt 10 screens and 
around 350 animated 
characters, tools r weapons etc. 

What do you expect from 
lovers of aardvarks? Yeah that's 
right, Peng urns. 

Cheers, 

THE EDGE 


sense that it received a 
reasonable amount of playing 
and deciding time. The chaos , 
therefore, affected not the 
opinions of the reviewers as far 
3 $ their feelings about the game, 
but it did affect the compilation 
of the various elements of the 
piece, viz the similarities to the 
earlier CRASH review. The 
argument went; the game is the 
same, why write an entirely new 
intro piece when time is very 
short? 

Having said that, i concede 
that the tone of the reviewers' 
comments is unnecessarily 
vitriolic and personal in the 
sense that THE EDGE is openly 
accused of 'crimes f that have 
fittle to do with the job of 
rev/ewtng a game and, in my 
opinion, the tone has more to do 
with being 'c fever in the 
traditional sense of reviewing 
something Ha a snappy 
comment at the expense of the 
object reviewed designed to tell 
you more about how clover the 
reviewer is supposed to be than 
how good or bad the game is), ft 
has always been a Newsffefd 


b? Sorry mate, 
think you've got a crossed line, 
Maybe son, but let's talk some 
sense here for a minute. When a 
game gets virtually mega-status 
on one micro, what choice does 
a software house have but to 
translate the game as faithfully 
as possible onto other micros. 
Especially when they've been 
flooded with requests from C64 
owners to do a translation! I 
mesa if they changed St in any 
significant way, you guys would 
have to knock it for being 'not 
the same game 8 and a 'rip off for 
calling It by the same name/ 
Right? yeah, 1 guess so. And the 
flickering sprites I Yes, I hear 


The editor Roger Kean, 
replies P , , 

There now follows a short 
program of excuses , . . At the 
time Sri an was reviewed there 
existed a measure of chaos in as 
much as the ZZAPf team tost a 
week through the Commodore 
Show , arid several more days 
upheaval due to the move from 
Yeovil. However, Brian 
reviewed thoroughly in the 


Kill 

Kill JKJ? 

KTUjXiLL, 

JL ^LliJp >■ ■ . 

UL.P 
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When you are looking for the best games in town look no 
further than Software City. 

Even if you are just browsing we’ll be happy to show you 
the selection of great games we have to offer. 

We stock software for Spectrum, Commodore 64, Atari, 
BBC Electron, Amstrad, MSX , Apple and 1 3M machines, 
or we will order if you cannot find the program on the 
shelf. 



THE UK’S NO.l SOFTWARE DEALER LIMITED 

382 Kings Road Chelsea SW3 111 352 9221) 

14 Thames Street Kingston-on-Thames Surrey (') 541 4911 
47 Cheap Street Newbury Berkshire (1635 31696 



flickery sprites when there ere 
so many to handle, but f can't 
seriously believe that 64 owners 
are going to accept such 
"qualities" as ssy flickering 
sprites, 

Don't get me wrong, I respect 
THE EDGE as a company and 
feel that they have a lot to offer 
as a software house. But I do feel 
that more care should go into 
what Is released because when 
you compare Brian Bloodaxe to 
a large proportion of present 
software It just doesn't in my 
opinion, make the grade, for 
example Summer Games II 
which retails at the same price. 

One other thing, I respect the 
Spectrum as a games machine 
and what it has done for games 
software today ~ f don H t knock 
JH Speccy " stuff for its own sake. 1 

\ Well, there you go! Controversy 


I Publications policy tv try and 
avoid that kind of comment 
unless it is really called foe 
although sometimes the 
feelings do slip In. We have had 
one other irate software house 
upset by the 4 tone ' of a review, 
namely New Generation ( see 
News Flash l and to perhaps a 
lesser degree, their complaint 
falls into the same category as 
that of THE EDGE, 

Despite THE EDGE's amusing 
letter ; / am awam this is a 
serious problem in their view. 
They are worried by the total 
divergence o f reviews in CRASH 
and ZZAPI It is a valid point Do 
C64 owners sneer at anything 
that has been a success on the 
Spectrum? Should a software 
house that has had a success on 
one computer translate the 
game verbatim, so to speak, 
onto another? Or should the 
game be totally rewritten ? And 
despite the similarity in many 
respects between the wording 
of the CRASH amt ZZAPI 
reviews, the individual 
reviewers are totally different 
people with different likes and 
dislikes — they did feel strongly 
that on the 64, Brian didn't work 
as well It's arguable that to have 
given Brian a worse review than 
say Jet Set Willy H makes 
nonsense of the reviewers* 
attitudes — but then, these will 
always differ with those of the 
producing software house, 
ft seems only fair to give one 
ZZAPI reviewer the chance to 
repfy as well— Gary Penn , , P 
- To quote your quote r . an 

excellent game which is 
representative of the high class 
or software which is being 
produced today ", , * "today " 
was around half a year ago and 
things have changed quite 
considerably since. Software is 
Of 4 much higher standard in all 
respects — superior graphics, 
sound and more importantly 
gameplay , 


ISTOPTHEROT 


Gear L Idyil 

t have seveFal centime nls m 
m ak g about yon r ZZ Al s > H RAP 
[pane. My hr&l point isUia 
amount L>t w asted space in 
Iprinlinii lercers sum in In say 
bow good rm 

sure you ate wiy pleased to 
have I ettfsrs praising (he 
magazine tint do you iiitvr- la 
print so rnyny I'm sijruthe 
iJpdi'i 1 1 uukl linv he^n nsrrl 
fnofp profitably; sufcli hitlers arn 
very boniwi to read Vc.ni Itave 
made a smell attempt to rixttios 
the amount of space wasied by 
print inn a mini raves section hull 
) feel (ha! evnt\ rhisisn 1 ! ^un<l 
enough 

My senoni ! paint a bum t!>: 
letters i Mfffi is Slie lucky flip, 
Although I ran see that this 
oiscinENipnij people (p wMh - m to 
the maga/ine Ilte type n I pnrftnn 
who writes m merely to get a 
I tee gunui pr ni mbly has' noihinq 
useful of mtt'Fealmg tu 
COnlriht hr- to the mngazirte 
jriyway. 

In order to .improve Ihcpujhiy 
of the leitiTS page- 1 suggest lhat 
you wtrlo u flOh 1 sayim] lhal you 
won't print i my more tr-rHcrsuf 
tiTaftff f 4i I ho sotjufr-M that yon 
give tapes only to deserving 
tetters th $th a ve soft mt hing to 

y rtol tiriypHifcn I Hunger Fop 
Yqlu Mag {June) 

In reply m your article m 
ZZAP! ED; :Qm Man's Meat 1 
(July). Vm glad to that Jirff 
Minlet hiis the strength of 
character to say what he really 
thinks uf the rTtaga/iiSi. 1 rather 
thrjn grovelling and pralsmcp \i In 
theskiets ji sm h**j:nuw hr? h;is a 
I n a tu f e i r m r I pi ■ r son a f ! y a g rtse 
With whrM he haft los^y 

To end on u happy npN> I 
would like to say that Rock lord is 
nmlly groat aorf I find him 
a m Liking 

S Pearce, Southbourne. 
Boumcmoulh 


So you agree with Mmter oft ■■ 
And you buy the mag r *h? You 
must be 3 12 year old than an? I 
agree that crawly fetters arc 
boring the editorial pohe y hay 
changed quftea bit. although, as 
you say, ft hit of praise now am I 
then is gratifying! As you may 
have seen from the last evs-w, 
the Miniraves have gone 
iLiilouether and I hope you find 
the RRAP more con$ffuchvi ■ 
now We now a nfy hi* ve an tr 
l fetter ut the month so that w*t* 
get rtd of most of the 
scavengers. I hope * 

Ilm 


HE'S CRAWLY 

Dear Lloyd', 

1 am an One owner lam not 
crawly I buy your m&grszmc. I 
have nor got a 64 I i:nm ode 
crawly j ha tebreakd sneers. I 
hate US Gold. I am not crawly 
Page 69. r Nuffsaid. 

Ivan with an Ortc serial no. 9932 

I b'c&kdanct Therefore you 
crawl. 

LM 


MI-SCORE 

BUBBLES 

Dear Lloyd, 

In Julian Rignall's, Gary Penn's 
and Paul Sumner's speech 
bubbles why not put their high 
scores for the game they have 
reviewed? This would make 
interesting reading and give all 
new buyers something to 
measure their own scores by. 

Is it OK to put letters, 
challenge and comps in the 
same envelope as this saves 
postage money which can go 
towards games and the 
magazine, 

Anthony Jones, Newport, 
Gwent. 

You can't be serious! These 
guys have trouble getting their 
reviews together in Ttme as it is 
without spending hours playing 
for realty respectable scores 
( though they do often get them 
anyway). Julian says, 'As I'm in 
charge of highscore 
management I put any good 
scores into the highscore table 
rather than clutter up our 
bubbles. Those who are 
interested can then read the 
highscore tables rather than 
have them in a position where 
those who aren't interested will 
have to read them. ' 

Sounds sensible to me. You 
are welcome to enclose 
anything EXCEPT MAIL ORDER 
OR SUBSCRIPTION 
CORRESPONDENCE in one 
envelope as fang as EACH 
enclosure has your name and 
address on it AND the big 
envelope states MUL T/PLE 
ENTRY clearly on it (it also helps 
it you state on the envelope all 
the things it contains which 
stops any confusion about 
which letters should go to 
whom. 

LM 


JULIAN'S COTA 
GLASS EYE 


Dear Lloyd, 

Just writing to express a few 
opinions. Talking about Bob 
Wade being disfigured, it 
seems, after dose inspection of 
this month's issue of ZZAPI 
Julian Pig nail, it seems, is also 
inflicted with a nasty 
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disablement. He's got a glass 
eye which keeps on popping out 
every time he sees a tacky' 

S ame, and ha&f O keep shoving it 
ack in. Along with Gary's weird 
and wonderful: poses, i r m 
beginning to wonder how you 
could choose these poor people, 
(No offence huh?) 

I ll back you up now, How can 
Jeff Minter say that it's childish 
eo say "brill' when he uses words 
like "cosmic vibes" and so on J 
realise it's only a bit of fun, but 
he shouldn't accuse people of 
things that he does. 

How come everyone calls 
Elvin out of Impossible Mission, 
Professor Mindbender??? I 
noticed this in the last issue of 
PCG, and also in the letter from a 
certain Andrew Darke in issue 
two of ZZAPf In my instructions, 
at least, he is referred to as Elvin 
Atombender: are different 
instructions printed for disk and 
cassette? 

Great to see Rockford, but 
how about stuffing his rocks f?) 
down his gullet to shut him up a 
hit. 

Tony Buckingham, Solihull, W 
Midlands 


ON DISK 


Not so much a tetter as a 
pictumgram. We were delighted 
to recede a disk from S 
Robertson ofCrayford '* /Cent that 
con tained some screen graphics 
featuring Ghostbusters, Star 
Wars and this design for /ZAP t 
Good one Mr Robertson — what 
does the S stand for? 

LM 


No, Julian s putting back both 
his glass eyes and'a/so his 
contact tenses , fn fact despite 
popular myth, none of the 
reviewers were chosen for their 
games abilities, rather more for 
their grotesque appearances — 
after tiff having taken the foolish 
decision to feature their mugs in 
every review t who wants to look 
at something regular and bland? 


?jj£ 


MU 4 £:£ 


S£MlELCi\lt 

CnPimfiMU ill 


AND ONE 

Arisi'r 

ENOUGH! 


I &££M ID 

&£ ~WC> 

my^r 

I F)M 

Bur ONE, 


There we go for another month 
Can next month beany worse, 
will it get barter, will ZZAP1 
readers learn to write English, 


Dear Lloyd, 

Good to see you writing in 
ZZAPI Sorely you can't 
complain about being under 
paid now, working for two best- 
selling mags. Now that you are 
here, why do n't you bring some 
of CRASH'S best points, eg the 
Merely Manaram column. It is 


will they have anything sensible 
to say??? All this and more may 


be answered in next month's 
ZZAP RRAP, the ccolumn ffor 
ppeople wwith a ssttutter. 
Write to RRAP, ZZAP! 64, PO 
BOX 10, LUDLOW, 
SHROPSHIRE SYS IDS, And for 
those who prefer the new 
electronic medium to old steam 
post, you can talk to ZZAP! via 
Micron et by MBX-ing us on: 

105845620 


Mere! 

probably the best part of CRASH 
and would certainly improve 
ZZAP!. 

In this month's ZZAPI (issue4| 
I notice th a I R ockford ' s body has 
changed shape. He now has 
round feet instead of triangles 
and his head has got fatter and 
rounder and looks as though 
he's swallowed a boulder. Do 

K ou have a new person drawing 
im, and it so who? Try and stick 
to the original artist because I 
think he's better. 

John Maltman |15L Dalgety 
Bay, Fife 

What makes you Think they pay 
me more for working on fwo 
mays, John? At! f got was a 
productivity agreement — twree 
as many words per month and l 
get to use one of the word 
processors (supposed to make 
my fife easier, but honestly, 
there's nothing wrong with a 


cult 


1922 Hermes typewriter except 
the deafening racket it makes k 
Oh alright — they are paying me 
a few quid a week more, so you 
con all stop sending me the half 
pennies — ten pences are much 
better apprecia ted I 

You 're right , Rockford has 
changed a bit The fast issue's 
were drawn by none other than 
our very own Gary Penn , 
whereas before that Oliver Frey 
did them , trouble is, Ob hasn 't 

S lot the time wh&twith two mags 
o get through — that's one a 
fortnight after all Matter of fact f 
think Gary's Rockfords are 
pretty good, but practice, as they 
say , makes perfect. Gotta give a 
guy a chance you know. On the 
same subject Ivan of 
Cheltenham says: 


Why have you Cheng ©d 
Rockford's artist? He used to 
have genuine charisma and wit, 
but now merely plods along 
making predictable and 
unimaginative statements, 
looking as if he's been drawn by 
a TO year old with no artistic 
talent whatsoever. Even I could 
do better. Bring beck the real 
Rockford ! ! 

Gary's getting younger every 
month Minterdemoted him to a 
12 year old and now Ivan 
reckons he's ten. Actually, 
considering his real mental age 
is only 5, 1 think he's doing pretty 
weft 

{ Ere ere you fakin ' the mik or 
trying to incinerate sumfink ? ■ 


E~ | 





ZZAPI 64 September 1985 13 




Imeqiniij ES.9© coftBp joystick and key 


Okay, so there's no screen 
shots, so Set us tell you a story. 
Once upon a lime there was a 
company called Imagine and 
they had this fabbo game 
called Hyper Sports. We asked 
and asked them Jo send it to us 
but they didn't. By the time it 
eventually got here it was long 
past our p holography dead- 
line so we couldn't lake 'em, so 
I'm afraid you r ll have to look 
out fot those yourself 
Another thing, which con- 
cerns more the trials of being b 
reviewer, was when Julian 
was writing this review, 
Whanging the thing out a! 
'holdthe front page -1 speeds on 
an NEC terminal he decided to 
Upload into the Apricot 
System. Being in such haste he 
pressed ONE wrong burton 
and instead of a prompt of 
some sort the NEC killed the 
file, all 6K of it. The following 
superfluous stream of curses 
made even Uoyd cringe 
behind his Hermes 1922 type- 
writer. Anyway. On with what 
you really want to read. 


PraeontatiDn 90% 

Fab loading screen and inslr 
uctions, 


0ig, colourful and bold 


Sound 90% 

Ace loading tune, effect and 
jingles, 


Haokebiilfcy 94% 

Will your joystick stand it? 


b-oftt.obHity 90% 

Or your heart for that matter? 


Value for Money 9S% 

Nme quid for a min i Hyper 
Sports arcade machine. 


Overall 90% 

Among the best of arcade 
conversions. 


i was incredibly 
I ^ impressed with 
% ^ I this excellent 
_U.„ M arcade convers- 
iOh from the very 
1 beginning. The 
^ loading screen is 

4$$Jr brilliant with 
some outstand- 
ing music f 64 music really is 
reaching a stunning peak) and 
wonderfully animated rum 
tiers. Overall presentation is 
also superb with several auth- 
entic arcade style toucher and 
in fact the graphics ere nearly 
arcade perfect with high 
definition and use of colour 
(although f am not too impres- 
sed with the standard of anim- 
ation when compared next to, 
say. Summer Games fl/„ 
Sound is consistently good 
Throughout the game anti I 
would say d is better than that 
of the original arcade game 
(there isn’t any speech in this 
version unfortunately) t am 
disappointed that there ign't a 
multi-player option as the two 
player competitive element is 
lost. Hyper Sports hat certain- 
ty revitalised my interest in 
frantic joystick pounding and 
is wormy of the success it will 


twice for the step and the jump. 
It's quite tricky getting the 
timing but once mastered some 
huge jumps are easy to 
accomplish. 

The final event is the weight- 
lifting. Choose the weight you 
want to tackle by moving the 
joystick left or right and then 
press tire.Tq lift the weight try to 
mash the joystick until the 
weightier flashes. When he 
does press fire, this 'snatches" 
the weight above his head. Keep 
On pummelling the stick until the 
judges lights all go white. If they 
do then it's a successful lift. 

Once that is over it's hack to 
the swimming again only this 
time ail the qualifying targets 


Once the swimming is over 
it's time to go outside for the 
sheet shooting. Your man sits at 
the bottom centre of the screen 
with a doubled barreled shotgun 

r _ l ■ i ill &- _ ■ 


coronary. Speed up to the 
scratch une (forget that your 
wrist is being hefd together by 
two ligaments and a bit of 
Stringy flesh) and press fire 


H ere it Is at test: , , . the long 
awaited Hyper Sports . The 
game w as a follow up to 
the huge arcade (and much 
copied) hit Track and Field, 
There is the same sort of scoring 
and the same game pi ay still 
applies. In each event you have a 
certain target which you have to 
reach to qualify. If you don't 
meet this requirement then your 

S ame will end, if, on the other 
and, you do then you'll auto- 
matically move on to the next 
event. 

Hyper Sports is a direct copy 
from the arcade game barring 
only one aspect, the pole vault- 
ing event. Why this has happen- 
ed 1 don't know but still, there 
are six of the original events 
there and they are copied in their 
entirety. 

The game kicks off with an 
exhausting freestyle swimming 
event. This is similar in style to 
the 110 metre hurdles in Track 
and Field. You have to belt along 
by hurling your joystick from 
side to side and when the 
prompt 'breathe" comes up 
press the fire button. Don't leave 
it too long to press fire otherwise 
your mao will slow up com- 
pletely and don't press the fire 
button when your man's head is 
under water because, not un- 
surprisingly, this causes him to 
cough and splutter and slow up 
for ages (enough to cost you the 
race. 


in his hand. He aims this gun 
automatically and this is repres- 
ented by two floating boxes on 
screen. As the skeets move 
through it press left or right to 
fire one c 


button trying to get as near to 45 
degrees as possible. Repeat 


the barrels. If you 
qualify then you get a wink and a 
grin from your man. If you don't 
then he gives you a sour look. 
This isn't too hard or taxing and 
gives you a little rest to summon 
enough strength to tackle . . . 

The horse vaulting. This Is a 
real toughie despite the auto- 
matic run up to t= e springboard. 
When you reach it the skill takes 
over — press fire when you do 
and he bounces onto the horse, 
wait until he's doing a horizontal 
hand stand then press fire 
button again and hurl the joy- 
stick around the room. Thi$ i$ e 
really tricky event and takes 
quite a bit of practice to be able 
to qualify regularly. 

After that spot of bother 
comes the nice and relaxing 
archery event. Pick your wind 
speed with the fire button and 
you're off. A target is winched 
down the screen and you have 
to decide when to release your 
arrow and at what angle it 
should be shot at. It all sounds 
really complex but is in fact a 
doddle to do. 

After the Robin Hood 


have been upped, sapping even 
more of your rapidly diminish- 
ing strength. 


no machines in 
Ludlow at aft boohoa}of the 
arcade machine there are stiff & 
tew things imagine could have 
picked up on Firstly there i 
the lack of a power par. Al- 
though being of no real use in 
the game / find it useful to 

B 'mjw we It you M m doing, 
also no multi-player 
and aft of the time 
and 'hugs' am miss* 
)££* quibbles aside, 
Ziave done a truly 
fuljob on the graphics 
and sounds a real mag&tune 
while its loading and rankings 
of jingles and effects during 
the game make it one of the 
best sounding games around. 
The graphics on alt screens ere 
identical to the arcade version 
mod the game, although being 
slightly harder than the corn- 
op original, t& realty challenge 
ing and fun. Superb stuff 


impers- 
onation comes the hippie jump, 
yet another event to give you a 
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•Eight fiery opponents, each with their 
own distinctive fighting style. 

•Smooth-scrolling camera action, giving 
the best view of the fight stall times. 

•Furious three minute rounds with 
knock-down' and ‘knock out features, 
•Warm-Up and Autopiay' sequences. 

• K.O. Meter, Best K.O. Time, score and 
Bonus displayed on screen. 

• Additional boxers to load from tape. 
• Nall of fame. 


Endorsed by Heavyweight 
champion - Frank Bruno. 




* 
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SEPTEMBER 


SUMMER GAMES II 





The familiar figure of a bronzed 
muscular athlete strides boldly 
into the stadium, bearing lighted 
torch in hand, to the sound of the 
Olympic theme. He leaps eleg- 
antly up the steps to the podium, 
pauses and sets the Olympic 
Flame burning, A flock of white 
doves are released and fly 
gracefully up and out of the 
Stadium to the skies and free- 
dom. So begins the first day of 
the Olympic Games . . . So 
begins Summer Games III 

mis is one of the first of US 
Gold's freshly acquired batch of 
Epyx games to be released in 
this country and is the long 
awaited sequel to the highly 
acclaimed and popular Summer 
Games, as marketed in Britain 
by Quicksilva. Summer Games 
has been widely accepted as the 
greatest of the multitude of 
sports simulations available, 
since its release nearly a year 
ago. 

Unlike most of the genre, 
Summer Games didn't rely on 
heavy (and sweaty!) joystick 
waggling sessions {apart from 
the 100m dash, but that's only 
one event). Each event had its 
own original control method 
that made each of the eight dif- 
ferent events challenging and 
fun to play. There were a num- 
ber of options to increase enjoy- 


spectator's point of view — the 
track and other members of the 
crowd are visible along with a 
few bits of sports equipment (eft 
lying around and the flags of all 
countries along the edge of the 
stadium. 

The event starts with your 
athlete poised for action and 
swaying with anticipation, his 
shadow mimicking his lively 
motions. A piece of music is 
played as he limbers up r before 
a press of the fire button sends 
him on his way, the screen scrol- 
ling with the player as he 
pounds down the track. As soon 
as the player hits the line four 
deft moves of the joystick are 
needed — one for the hop, the 
skip and the jump* A further 
push is required to give extra 
boost in flight, Critical timing is 
of the essence and quick judge- 
ment and reflexes are neces- 
sary- A successful jump results 
in a roar of approval from the 
crowd and an instant replay on a 
small monitor at the lop of the 
screen. 

The judges will declare a fault 
should you overstep the line or 
perform a movement too late. In 
you are given three attempts to 
prove your worth, in practice 
mode you can jump as many 
times as desired. 


can use whichever joystick port 
they so desire by simply press- 
ing the button of the stick they 
wish to use. it is also possible to 
see the opening ceremonies 
again or even the spectacular 
closing ceremonies. Another 
option, only present on disk. Is 
the ability to merge it with Sum- 
mer Games so that you can play 
a mammoth sixteen events In 
one go! 

Each event takes up a large 
amount of memory and so has 
to be individually loaded in via 
disk or cassette. The disk version 
takes up two sides of a diskette 
with four events to each side 
(the computer prompts you as to 
which side tit the disk is to be 
used). 

When practising an event you 
can play away to your heart's 
content and have unlimited 
goes in a row, but any mega- 
records achieved won't be 
saved to disk. If you compete in 
events, on the other hand, each 
game you play is a sort of one- 
off but at least any cool scores 
will be saved out (for scoring 
details, see panel! piece). And 
afte rail! hat — onto the eve nts, . . 


After Gary's little comment 
about the game there 's 
nothing much to say — he 
seems to have swiped all 
the superlatives listed in . 
the Complete Oxford 
Dictionary (and Lloyd 
Mangram's Long Word 
Dictionary is hr too 
expensive forme}! I 
thoroughly agree with 
what Gary has said end this 
realty is a sports simulation 
to end aft sports 
simulations:. The graphics 
are photographies end the 
sounds are excellent with 
more tunes contained 
within the game than I've 
ever heard— and they're 
af/ superb tool The only 
other thing J can say is that 
if you don 't have this in 
your coif action then you're 
wasting your 64. This piece 
of software reaches the 
very pinnacle of 64 
l programming to date . 


ment of play and up to eight 
people could compete against 
each other, Summer Games ft 
takes all of these elements and 
adds to them. 

As with Summer Games there 
are eight events to compete in 
for up to eight competitors with 
improved, and more, options. A 
menu of eight (9 on the disk 
version L compared with six on 
the original, appear on screen 
and can be selected by joystick 
or keyboard. You can compete 


in either one, some or all Of the 
events or practise. One or two 
joysticks may be used (for head 
to head play) arid there is a high 
score table of world records that 
can be viewed at any time, as 
any world records achieved are 
saved to disk for posterity (or to 
show off to a few people). When 
using two joy sticks, the program 
utilises the same 'intelligence' 
utilised in Pitstop /fie any player 


triple jump 

The first of the eight events has 
you hopping, skipping and 
Limping your way to the record 
' 300 ks, beneath the critical eye of 
an enthusiastic crowd and the 
sweltering heat of the stadium. 
The whole thing is seen from a 


ROWING 

The second event on the list has 
you rowing your way to victory 
against the computer or another 


VVOT PRT J KPT. PDlNt>7' 
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piayer, You are initially pres- 
ented with a split screen view of 
two boats (similar to Pitstop U 
except this is a plan view) along 
with a jaunty piece of music. As 
with Pttstop If you can select to 
be either the top or bottom 
player by pressing the fire 
button when instructed. After a 
quick ready, set, GO I count- 
down the race is on. 

The course is 2 BO metres and 
must be completed in the quick- 
est time possible. The joystick is 
used to row, with left/right 
Strokes to raise the oars and to 
push them through the water. A 
good rhythm is required 
throughout the race in order to 
excel. Both screens scroll with 
each piayer as he or she makes 
their way down the course, past 
the distance markers and buoys 
(which bob up and down as the 
boats pass}! Each player's 
course time is displayed next to 
a speedometer which shows the 
player's speed. 

JAVELIN 

"^he javelin takes place in the 
stadium before the crowd. Un- 
like your average Gecathton 
style event, there's no joystick 
waggling required — well there 
is some frantic button pressing 
involved. 


Your athlete starts in a similar 
manner to that of the triple jump 
— poised to go, with a jiggle in 
his walk and a javelin in his hand 
and music in the background. A 
press of the fir# button sets him 
m motion and rapid and persis- 
tent pressing gets him burning it 
over the cinders. As the athlete 
(complete with shadow) runs to 
the line the screen scrolls with 


him and his javelin bounces in 
time with his stride, 

The line approaches and a 
well timed tug of the joystick is 
needed to break his stride and 1 
send the spear on its path 
through the air. The angle of 
launch is determined by how 
long the joystick is held left. This 
angle is as important as the 
Speed of the throw, if not more 
so ■ — too high or too law a 


This program is absolutely 
stunning. This is simply 
THE best sports simulation 
yet seen on ANY home 
computer. The tee! of the 
events are all absolutely 
superb and the game is so 
addictive that you just to 
want to play it for hours and 
hours on end. In fact the 
only reason why i was 
dragged away is because 
Lloyd trotted in and told me 
that I'd be sacked if ! didn't 
write this. What happened 
then? Lloyd parked himself 
in front of it and p fayed it 
until I ha d to go home. 


We’ve all been playing this 
sofidfy for days and days 
and there's been much 
hassle and aggression over 
who has the curmn t 
records, Julian has been in 
a foul mood ever since I 
broke his kayaking record 
and! thought Gary was 
going to kill him whence 
smashed his triple jump 
record. Mind you Gary got 
his revenge when he beet 
Julian's equestrian record 
with a clean sheet AH t can 
sa y is that seeing is 
believing and disbelief is 
. profanity , J 
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release will shorten the length of 
time that the javelin flies. 

if you cross the line before 
throwing then you will have 
incujreda fault and the throw is 
void, but after a successful’ 
throw, you will find the crowd r 
more than a trifle appreciative. 
There are three throws in comp- 
etition and as many as you wish 
when practising, 

EQUESTRIAN 

Horse riding on a computer? 
You bet! \n this exciting event 
you not only control the horse 
but the rider as well f The object:; 
get round the jumps without 
incurring faults against the 
clock, At the start, a press of the 
fire button gives you a five 
through one countdown and . , „ 
yeroffl Like the field events, this 
is from the spectators* view, the 
course scrolling right to left. A 
sense of depth is created 
through para! la* movement in 
three sets of background 
scenery scrolling at different 
speeds. The scene is set by the 
various tents and waving, clap- 
ping or jumping spectators. The 
jumps are detailed too, ranging 
from simple fences to walls, 
multiples and water jumps. 
Pushing forward on the joy- 
stick increases the horse's speed 
and to jump fences you can 
either press the fire button 
(medium jump) or push right 
(longer jump). Clipping a fence 
or i an ding badly will cause the 
horse to stumble and 1 fall along 
with your rider. This incurs a 
minor penalty (your current 
number of faults h shown at the 
bottom of the screen along with 
the time taken so far), A quick 
press of the fire button and an 
increase in speed soon gets you 
on your way again though. To 
prevent the horse stumbling cm 
landing you need to puli back on 


the reins using the joystick. 

If you attempt to jump a fence 
too early or far too late the horse 
will refuse to jump and your 
score is affected badly. After 
which you must turn the horse 
round and take another stab at 
the fence. Obviously split- 
second timing, concentration 
and a cool head are needed as i$ 
the case with all of the events. 

The course must be complet- 
ed within the optimum time of 
fifty seconds since for each sec- 
ond over this time limit you 
incur one penalty point. If your 
time exceeds 100 seconds then 

K OU are disqualified. The same 
appens if your total points from 
faults exceeds 59. At the end of 
the course you are shown exact- 
ly where you went wrong and 
course time is shown along with 
any faults gained along the way 
and your overall score (faults^ 
The lower your score, the better 
as this means that you incurred 
mini mat faults and completed 
the course quickly, 

HIGH JUMP 

Yet another event that will 
offend the wagglers among you 
— no blood and sweat, just the 
tears when you shatter your 
personal best. The high jump 
presen ts y o u w it b the usual view 
of the stadium and your athlete 
poised eagerly and raring to go 
once you have selected the 
height at which you wish to 
attempt. The bar is initially set to 
1 .5m and you can accept it or go 
for something higher up to a 
maximum of 2.5m. Again the 
fire button sets your player in 
action but this time continual 
pushes right with the joystick 
are required to get him sprint- 
ing. 

As you pound down the track 
you can move' nearer to, or 



Just when / thought the 
sports simulation was be- 
coming a nothing more 
than a boring waggle, Epyx 
release the greatest thing 
to ever grace a diskette. T he 
graphics are absolutely 
incredible and the 
animation has got to be 
seen to be believed — it 
rea/fy is amazingly life-like* 
The multitude of nifty little 
tunes seems never-ending 
and the sound effects are 
first class. Each of the eight 
excellent events stand up 
well on their own, but 
together . . / 


This superb combination of 
Outstanding graphics, 
wonderful sounds an d 
enthralling and addictive 
gamep/a y put Su m me r 
Games II in a class ofit f s 
own . ZZAP1 has given a 
number of worthy Gold 
Medals so far, but never 
has there been a game 
quite like this— it almost 
deserves TWOff There isn't 
a single superlative 
throughout the Complete 
Oxford Dictionary that can 
do Justice in describing it 
Summer Games II doesn't 
LOOK sot to become a 
classic— it ISl 


COMPETING a 
SCORING 

Besoffl competing in ih-e each 

player muss SsIejcE b country fl* &r ehs 
•wish pe to FflpffrflttL There ars KiyhEnoTi 
to CticK-se from fJT the anginal? freUl 
with ihtfir owrt natianaJ am ham. which is 
playgd-rm SeilirCtiipnfauS cafi 0# hSEfi-ned 3 d 
mi Eho s^mB. fUgi ire gi>oc1 

fill G0. same Eununen Oflirntiiea and a 
E piyx flag Ceqrfnp]*tfl With nutianad 
artihEfnj, At She ehd of each ev^ni an 
awards pjFfflmcmY i« he'd w*iBre Th* 
Harms, countries end scores of all com- 
petitors am listed m Qtmr of merit and 
3rd awards matfftffc and polnla accord- 
inyly (Gold, Silver .and Bidtub- m&dBU 
worth three .and points I respec- 

tively tar Eh* first Itvse plucei, flS3um-rtg 

enough peep!* td&k pam The Gold 
Mfidil WFnnef's nffijonil iiiihflm Is U’khti 
played t-rfura moving an ID furlfisr 
fiverits gr itiq Champion Cersr^oriy, 

Tliifl ceramopy comes ones ail Ehfc 
■ivchts hirvo been egmplBSfrd, The totaS 
number of poirHi far each 1 1 hi ys l are 
dUded up a m3 the resulls Df the compel- 
a^ri announ cad ntrtifl Olympic fash 
ion — the ruriHBfB-ijp arc diipldved t\m 
through to Eh* Overall champion (Aland 
wi Lh Ihei r rBSpKf Evfl st □ ry 5 1 , backe rl w&i n 
the tauacis cf some eu^afe?B music. Once 
she Winner ha 5 been dectafad, (heir nal- 
ianal a.nthflfYi ls played again lalcklf Ihalr 
ege irip to ks Fin-aa aiccy hoighEs. 

Qpm All lh45 is owl el She way, Iha eras- 
ing Ceremony Eakss pi pee — a Crowd lull 
of anticipation, rooks access she eitdiofn 
to A dtffcenif.g airy line and the diitami 
figure Of an approach Ir^ jet'min, to the 
sound pf RriJit of ffre Voft yfiffs. TXe figure 
nears as the sky turna black, floodlights 
flitbar mto action as tha Olympic flame 
icinibers for Eh e last lime and iipwvty das 
Sway, truces of smoke martdng |l£ unco 
pForr“miFrtt position Th*- figure 
aoodhyfl. aaluEir.g the and to an idling 
day of spectaeuljr games fp|*y) and itln 
Edyx. blimp pmrgai over an afneicd 
ary wd Ihe mu^p ^5pa«ta with 1 he blimp 
to give way to a stunning diftplly of Are- 
wprks and a fitting nendition of TtchB 4 - 
kovEby's iSfZ Overturn So endn ih& 
Orympic Games. ,, So efid a Su mmff 

Games Hi 


further away from, the bar. 
When you actually reach the bar, 
a press pf the button gets your 
athlete jumping and a further 
push on the stick gets him sail' 
tog over, As you may have gath- 
ered, timing is crucial. Pressing 
the button too late means that 
you just run past the bar and get 
the chance to jump again (you 
aren't penalised for this, 
though). On clearing a height 
you receive due appraisal from 
Crowd and the bar is raised! to 
the next height. You have three 
attempts at clearing a height and 
knocking the bar Off from jump- 
ing too early, too late or too low 
results in a fault (no DT bugs in 
this game, John). Practice 
mode, on the other hand, allows 
you attempt any height for as 
many times as you wish. 

FENCING 

Fencing is one the three optional 
head to head events out of the 
eight and is a sort of Exploding 
Fist with swords. The event 
takes place indoors and is 
viewed this time through the 
eyes of the referee, complete 
with his Computer, VDU and 
even a disk drivel Either one or 
two players may take part, a 
droid taking the part of the 
second player in the one player 
option. When practising this 
droid can be taken on at one of 
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five skill tevate — skill levels one 
lo four ( increasing in skill) and a 
random skill when the droid 
becomes slightly unpredictable. 

The bout takes place on the 
'fencing piste'. A timer in the 
bottom right of the screen 
counts down from three min- 
utes and the first player to score 
five hits against their opponent 
within this limit is declared the 
winner. There are a wide range 
of manoeuvres at your disposal 
and all must be used to their full 
to become profficient at this 
event. You can move towards or 
away from the other player, 
thrust, parry (block) and perform 
defensive sweeping motions. 
Attacking moves are easily per- 
formed by holding down the fire 
button and moving the joystick. 
Defensive moves are obtained 
without the aid of the button. 

If two players hit each other 
simultaneously then the hits are 
nulified. When a player retreats 
too close to the edge of the piste, 
a hit is scored against them. The 
number of hits scored against 
each player are shown on the 
referee's computer screen in the 
form of a mini table along with 
the player's name and national- 
ity. h both players have tied at 
the end of the allotted time limit 
then a sudden death fence-off 
takes place — the first player to 
score a hit ' is declared the 
winner. If neither player should 
accomplish this then both are 
assessed a ‘loss', Strategy plays 
an important role as well as the 
essential speed of thought and 
quick reactions. 


CYCLING 

Thisistheonly event tha t com es 
nearest to actual waggling — a- 
sprint cycle race over a 200m 
course. The display is twin- 
screen similar to the rowing 
event, each display seen from a 
spectators' point of view. The 
two cyclists appear in both 
displays (one red, one blue) 
while a fitting rendition of Flight 
of the Bumble-Bee bun&s 
merrily along. After deciding 
which player is which (by press- 
ing the respective fire button) 
you are given a ready, set, GO! 
countdown. 

At the bottom of each display 
is the player's name, a speed- bar 
and an arrow that spins round 
representing the movement of 
the peddles. This is where the 
real skill comes in as you have to 
rotate the joystick In time with 
the arrow to get your rider's 
leggies pounding furiously. 
Sum ply keeping up with the 
arrow gives you a constant 
speed, but to attain high speeds 
and (jood times you have to 
'lead 1 the arrow by rotating the 
stick just ahead of it. 'Leading' or 
Tagging' too much may cause 
the cyclist to stop pedalling 
altopetherl This is easily done if 
you re not careful anef so the 
utmost concentration is requir- 
ed to maintain steady high 
speeds. Each view of the track 
scrolls along with the respective 
cyclist who both bob up and 
down convincingly as they zip 
along the course, passing build- 
ings, distance markers, running 
tracks and other such things. 
The first person to cross the line 
in the shortest time is the 
winner. 


KAYAKING 

This is probably the most taxing 
and frustrating of all the events 
as you battle your way down- 
stream in the perilous waters, 
through the long and winding 
course to cross the finish line in 
record time. Although there isn't 
any frantic waggling involved 
paddling your kayak efficiently 
demands a high degree of men- 
tal and physical strain. 

The course, viewed from 
above, is several screens' 
length, the banks being littered 
with waving spectators, various 
burldmgs and other befitting 
scenery. The kayaks (a sort of 
canoe) are steered through fif- 
teen sets of 'gates' spread along 
the course, in as quick a time as 
possible. This isn't as easy as it 
may appear since the river is 
very fast flowing and it's very 
easy to get drawn off course. 
There are also several little islets 
that get in the way and must be 
avoided. 

Three different types of gate 
are used, each composed of two 
hags, one of wh ich is always red. 
The red flags must be kept to the 
player's left otherwise a twenty 
second penalty is incurred in 
conjunction with a little beep 
Penalties are also given if g 
player goes through the same 
gate twice. Most of the gates are 
of the DOWNSTREAM NORMAL 
variety, ie the player goes 
through them facing down- 
stream, but there are DOWN- 
STREAM REVERSE gates (steer* 
ed facing 'backwards) 

and UPSTREAM gates [pass the 
gate, turn and go through facinq 
upstream). 

You paddle the kayak through 



pushes of the joystick. Forward 
paddles you in 3 forward direct 
tion, back, backwards and so on 
and each stroke is accompanied 
by a splash or two to comple- 
ment the last flowing sounds of 
the river. This sort of control 
proves very realistic and effec- 
tive as a single push for each 
stroke rs requtred — holding the 
joystick in any one direction 
doesn't get you anywhere! 

Once you cross the finish tine 
you are shown a min! map of the 
course along with a comment on 
how you fared at each gate. Any 
penalties picked up along the 
way are shown against the 
respective gate and are totted up 
at the bottom of the screen. The 
total points gained through pen- 
alties are added to the overall 
course time to give your final 
score at the bottom of the 
screen. 



Presentation 39% 

A wealth of options and brilharrt 
touches all round. 

Graphics 97% 

Excellent backdrops, 
u nbelievable sprite definition 
and animation 

Sound 96% 

t ighteen excellent anthems pit is 
a Most of other superb tunes! 
unusual and real is Etc FX. 

Hook ability 5B a o 

Immense addiction from the 
word GO 1 

f-astabifity 97% 

Eight taxing events for up to 
eight players and the urge to 
constantly improve upon 
records. 

Value far Manuy SSOti 

A tenner seems a meagre price 
to pay for such superlative stuff 
(plus the 'merge' facility) 

Overall 97% 

The sports simulation to end all 
sports simulations. 
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ZZAF! 64 
SIZZLING SUBSCRIPTION OFFER 


Yes, I want to subscribe to ZZAP ! 64 for one year and 
receive two Beyond games absolutely free (offer 
closes August 30th). 


Name 


Address 


Postcode 


The games I would like to receive are (circle EITHER 
two in the British Group OR one in the British AND 
one in the American group): 


American Group 

My-chess II Spy vs Spy 

British Group 

Shadowfire Lords of Midnight 

Psytron Psi Warrior 


J enclose a cheque/postal order for £14.50 made 
payable to NEWSFIELD LTD. 


ZZAP! SUBSCRIPTIONS, 1*2 King Street, Ludlow, 

Shropshire SYS 1AQ 





RUPERT AND THE 

•IU 

TOYM AKER’S PARTY 

QuiCksilva, £7.B5 cesa, joystick 





from the idle 
server* onwards 
this is graphically 
excellent The 
animation and the 
definition of the 
main character ere 
both superb for the 
size of Rupert, who 
iS about five characters high 
The animation of nasties around 
him is a iso morvef/ous, the 
soldiers march up and do wn in a 
spiffed y manner with a good 
marching noise echoing about 
the waffs of thecasth. The other 
nasties and friendlies are afi 
brill iandy animated too. Back* 
ground scenery is crisp f dat&ifed 
and colourful with nice cast fey f 
graphics. Sound is 'jolly*, with 
prigles as you play, great game 
effects and a very good title 
screen tune. The only trouble is 
(he game matter — it*s a case of 
once You've got through you 
probably worrt feel like relum- 
ing to it Having teamed the pat 
terns of the soldiers and other 
baddies, a level can be easily 
completed which tends to lower 
its testability. 



R upert the Bear, a British 
institution and one of the 
world's most famous bears 
has at last transferee! into binary 
media. 

In this arcade adventure you 
take the role of Rupert in his 
quest to get to a party to see all 
bis old chums. You see, good of 
Roops has been helping his 
Daddy (as aJI baby bears should! 
and has made himself late for 
the party. Not wanting to miss 
all the buns, ginger pop and 
frolics Rupert must get there as 
fast as possible. The trouble is 
that the route to the party is 
through the evil Toy maker's 
castle (why Roopie Babes i 
doesn't take a charabanc or get 
his Daddy to take him in his 
automobile is a mystery — but 
then, there wouldn't be a story if 
he did}. 

To get to the party just follow 
and collect all me party 
invitations Rupert's rather 
considerate friends have 
dropped, what a jolly bunch of 
pals has he! The only trouble is 
that the evil Taymaker's toys are 
annoyed that they haven't been 
invited so they try to stop our 1 
hero's fun. There are many of 
them and they march up and 
down laying to get in Rupert s 
way. Our favourite bear has to 
leap over them in his collecting 
quest. If he touches them he 
loses one of his chances (lives!. 


If they are all lost then the game 
finishes and Rupert doesn't get 
to the party (boo hoo|! 

There are seven separate 
levels in the castle and each 
level is three screens long. Every 


level has several floors and 
these are connected by 
sta i rway s that R upert h as to lea p 
up or down. To move onto the 
next level 1 Rupert must simply to 
collect all the party invites and 


go to the level's exit door. 

On the first levels there are 
only soldiers marching about 
There is also a friendly magpie 
which flies around — jump onto 
its back and you get a lift to the 
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No options and a silly start 
routine but a polished look 


Graphics 90% 

Nice, big Rupert and good 
sprites all round. 


Hook&bility 7B% 

Initial hook . , . 


Loatabilitv 6E% 

, , . but does prove e bit tedious 
once mastered. 


Value For Money 7 1°ib 

Reasonable for this sort of 
game. 


Overall 7 T^b 

Middling to good 


^vVDYKAMOSC^ 

WOO 

RIGHT 1985 / 

DUANTAGE A 


TIKE 2114 KALI 1 THE JB 00 


This is without 
doubt a Very pretty 
game to took at and 
is initially a very 
jolly one to play. 
Graphics are of a 
very high standard 
with some wonder- 
fully defined and 
animated characters (Rupert 
himself is vary close to his 
tabloid counterpart and the 

own ’char- 


Rupert offers lass 
of a tong fasting 
challenge to the 
hardened 


i l ,Fw.uv>rvw arcade 

player than many 
pgpjtjfc games around at 
the moment. The 
game is rather tike 
Manic Miner in the 
respect that once you've learnt 
the pattern for one screen you 
can easily complete it (me and 
time again. However if takas 
some learning, especially on the 
harder levels, and whet delight 
fuf /earning too. The graphics 
are extraordinarily good using 
big sprites, lots of colour, guild 
animation and the sound is ex- 
cellent ton. I particularly /iked 
the tit/e screen, which captures 
the flavour of the original book 
illustrations beautifully. This 
should be a big hit with younger 


other side of the screen. On level 
two trains are introduced. These 
shunt up and down the screen at 
high speed and generally cause 
big problems for Rupert. A 
friendly plane also flies about 
which can be used in the same 
manner as the magpie. Level 
three contains the same 
meanies but level four has 
dangerous birds and Jaek^in- 
the-Boxes along with the others. 
Levels five (you get two new 
lives here) and six are similar, 
apart from level six having 
rubble lying around. The final 
level has all the nasties together 
and is extremely difficult to 
finish. 


nasties all have their 
actor’) and the game has an 
extremely polished took to it 
The music is of as high a Stand 
ard as the graphics but it does 
f end to grate after a few games. 
Argus have succeeded in bring - 
tng Rupert the comic strip to the 
video screen and the game has 
an appropriate feel and atmos- 
phere to if. As pfek-em-ups go, 
Rupert is a good one but suffers 
front the same problem as 
Roland's R^t Race//? that it does 
become rather repetitive to play 
in time . 


fire button when the ball is 
under your control, the longer 
you keep the fire button pressed 
the longer the pass will be, 

A novel feature in this game is 
fouling — just run up behind an 
opponent and press the fire but- 
ton, if you are successful then 
you'll trip him up. Do this too 
many times and you will have a 
penalty awarded against you for 
'roughing'. 


T he first question to ask 
about this is, can it be an 
improvement on Commo- 
dore's International Soccer, the 
apex in 64 football simulations? 
Read on dear reader to find out. 

The games presentation is 
very similar to Soccer's with a 
one or (wo player option and a 
scrolling panoramic view of the 
pitch. The usual two player opt* 
ion is present and there's also 
four levels of the computer to 


and on the far touchiine which 
move about end make a noise 
when you score. They also Shout 
'here we go' six times every time 

i a * j 


balk Using this method you can 
actually pass the hall around the 
pitch and set up moves. If your 
player moves off screen then 
again control wifi be automatic- 
afly switched to another player, 
Winning the ball in a tackle is 
quite tricky — you have to run 
over the ball when it is fn the 
opponent 5 possession. Do it 
correctly and the hell will switch 
from his control to yours and 
you can then pass itorcharge up 
the field towards the goal. 

Pass f fig is easy, jiust press the 


there's a kick-off. 

Controlling a player is quite 
easy. From kick off you are allo- 
cated a men and he is put under 
your control. You can run him 
about the pitch and chase your 
opponent. If the opponent kicks 
the ball and it lands near a player 
on your team then the computer 
will automatically switch the 
control to the man nearest the 


years otti its stilt the better of 








FIVE- A 


Sport}' simuiations 
JHn are always popular 
F a/3 and this one from 
S-v’C,. / Anirog wHf no 
doubt tfo down 
wt tel! wkh many 
players because it 
is simply sat up, 
and despite some 
fiddly bits when it comes to 
handling the players id certain 
situations, I found it fun, Q&iy* 
so k isn ‘t actually a grout version 

(some odd characters end anim- 
ation at timesl of the noble (or is 
it ISdObfe?) game, but it's a 
sensible price, has some oveel- 
tent iftTla touched and features in 
piny and is wefi worth a looi at 

The actual game characters 
aren't as big as the ones on the 
Commodore but this seems to 
make the playing area a lot big- 
ger then it is (scrolling three 
screen- length pitch), 

A nice feature is a penalty 
option — this Is a gume in itself 
and allows you to take penalties 
against the computer or a friend. 


i?? d* 


•X 


l . 1I - nc 


When you choose this option 
the screen goes to a view seen 
from the front of the goal. The 
>enaltv taker can move the 
oystick left or right to kick the 
sail in that direction. The goal- 
keeper has similar control and 
although it is possible to wait 
until the ball is kicked and see 
which way it is going it is usually 
better to guess. 

If the game ends in a draw 
then the decider is a penalty kick 
off. This is a nice feature and a 
good change from the usual 
extra time system at th e en d of a 
drawn match. 


worked 




Presentation 8S% 

Fo u r levels of com pg ter and a 
two player option. 

Graphics 

Poor animation and not much 
colour. 


Speech and whistles but that’s 
ail. 


Hook ability EB% 

A good laugh with two players, 

Lrfmt; ability 57% 

But you can't laugh forever. 

Value for Moniiy ©6% 

At eight quid It's only average. 

Overall 60% 

Not great, not bad, especially if 
you Tike football simulations. 


U50« 
Uk£ 
one op 

umiak; 


NICK FALDO 


Argun Prose Software, £9,99 csss, joystick or keyi 
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PUTTER 


VftRDS 

37 I 

SHOTS 

I 

iPftR 

1 h 


A nother from the Argus 
'Mind Games' series, this 
golf simulation is 
endorsed by the British golfer 
Nick Faldo, as he takes you fora 
round on the 114th Open 
Championship 1985 course at 
St. George's club. Sandwich, 

The package comes complete 
with a map of the course showi- 
ng the relation of tees to greens, 
and (hen ID pages detailing each 
hole individually. There's also a 
very short history of the first 
Open held at Prestwick, a brief 
outline of the Sandwich course 
and its local rules, A few lines 
per hole sets the scene for the 
tee off and offers a brief pointer 
on the drive. 

Onto the game itself. 

NFPTQ is easy enough to get 
into, because it is all icon driven. 
A little under half the screen at 
the top is the playing area which 
scrolls across the course with 
the ball play. Below it are the 
various boxes containing the 
icons, which may be selected by 
moving a cursor (in fact a small 
pointing hand). Going from left 
to right, box 1 is 3 bar indicator 
for shot strength, The cursor 
may be placed on either of the 
two arrows tor increase or 
decrease of strength. Below it is 
a compass With central refer- 
ence point, Again, two arrows 
allow movement round the 
circle either clockwise or anti- 
clockwise, and the final choice 
should be made bearing in mind 
the general direction desired 
and the wind direction and 
speed which alters all the while 
and which is shown in the top 
i right hand corner of the display 
area. 

Next comes an icon which 
switches the display from a local 
map to a much smaller scale, 
showing the area all around 
your current position. Below it. 
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Saturday 26th and 




Competitions • Advice • Bargains 


More an experience 
than Just a show I 


There will be events for everyone to loin In, advice centres to 
answer all you r q ues t ions t com petitions with great prizes, 
discount schemes and personalities. 


exhibition feet 


special offers for you 


The Commodore Horizons show is sponsored by sunshine 
Publications, (publishers of your favourite Commodore 
magazine and Popular Computer weekly) and Computer 
Marketplace ltd., orga nisers of the Acorn User, 6809 colour a nt 
Amstrad User Shows. So you can be sure its going to be a great 
show. 


A snow with pedigree 


Miss the queues, sa ve 
money, win a Koala 
Touchpad 


computer Marketplace (Exhibitions 3 Ltd.. Part of the Rushworth Dales croup, 20, orange street, London WC2H 7E0 
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Nice packaging, excellent book 
and good options 


Graphics 

Smooth scrolling, reasonable 
golf course implementation, 
nice icons, 


Sound 

Very limited to spot FX and no 
music, 


Hook^biUty 78^ 

Easy to get into with the icons 


L?9tability 8E^ 

Good J feeT makes it worth 
playing again — especially if you 
like golf. ' 


Valuo Far Money 7S^b 

The tenner makes it a hit pricey, 
but it is the best around, 


□v Aral I 

N eat s im u laf ion fo r t he o rm c ha i r 
sportsman, 


The last combined box is the 
score card and hole selection 
icon, which also gives the par for 
the hole and its distance in 
yards. After selection, all the 
icons are activated by pressing 
fire. 

At the start you can choose to 
play an entire round or just hole 
by hole. While running through 
the hole selection, the display 
area cuts from tee to tee, and 
you can cross check with the 
map either on screen or i*n the 
booklet to see the general rel- 
ationship Of the landscape. 


You would 


thinks such games 
a/e but mis one 

puts the record straight, and is a 


huge improvement cm most god 
games. The graphics are colour- 
fuf, weft detailed without bemg 
confusing and the scrolling is 
clean and smooth Ttm use of 
jOmtick-driy&i icons which 
alfow fine-tuning of the various 
elements takes ah the tedious 
inputting of information away 
and fete you get on with pt&yimi 
the gome. The sound is vary 
limited and might have been 
improved with some crowd 
noises, n few oohs ^mfaaarghs 
and some applause after a good 
shot, or at toast on footing oul 
but for the average goffer, 
silence is probably more 


two arrows allow you to scroll 
up or down along the club 
choice available (see panel). 
Next door are two larger boxes, 
the first containing a graphic of 
your caddy and yourself. Activ- 
ating this icon resuits in the 
caddy getting the selected club 
from the bag, handing it to your 
player and him taking the shot. 


wedge and a putter. 

The wood driver is best used 
on a tee. Trying to use it on a 
fairway or in the rough results in 
disaster! Depending on the 
length of shot required, the 
other two woods can be sensibly 
used on the fairway, but it's 
important to control the 
strength of shot well- You cert- 
ainly wouldn't get far using, say, 
a No 3 wood ora long iron to get 
out of a bunker! And once on the 
green, the caddy will have a fit if 
you select anything but a putter 
— after all, he's in the pay of the 
club! 


Choosing the correct club is 
vitally important. When you sel- 
ect a dub and then return to the 
golfer/caddy box and press fire 
to activate the shot,, if you have 
chosen badly, the caddy will ask 
you whether you are sure. You 
can now return to the club sel- 
ection box if you wish, or press 
fire again and take the shot. 
However, a poor choice may 
result in a severe hook, slice or, 
worse still, a miss hit or short 
jump shot 

There are 9 clubs in the bag; 
wood driver, No 3 wood. No S 
wood, irons 3, 5, 7 and 9, a 


Goff seems to bean 
ideal sport to $im* 

[ uiate On a com- 
puter although, 
oddly, there have 
^ been many more 
m on the Spectrum, 
r Nick FaWtfe Open 
F is the best f Have 
th from the point of 
*£ graphics and from 


the Yefl/' of the game. The icons 
make it so simple to set up and 
pf&y shots that It's a delight 


i a real course is also 
a, and of coarse it's 
?d for the TV cover- 
year s Open (even if 


this review comes out 9 bit 
taterfJ On my first attempt, l did 
pretty well getting to the green 
and then took nine puts to ge. 


down, beginning to believe that 
the thing wasn't very pCry&hks 
■and {this remains my mam 
niggle} it does seem very hard to 
get the ball into the hole from 
close range. However, on three 
subsequent holes l went down 
one under par. rather disproving 
my niggle — one, indeed, was a 
wedge shot from the edge of the 
green! The sound is limited, a 
chunky woosh and thunk when 

, .t . . . ji' r. _r 


you hit off but a put followed by 
a double bounce when the hall 
i&rtds. Holing out results in a 

V m » _ _ ■ r i 


feud squeal — not partfcvlarly 
m&tisda but satisfying. 

Goff simulations may nor be 
10 everybody's taste* but this 
one, because of im simplicity 
and ratify, rises above the 
is fist taste and should prove 
generally popular. But for thu 
armchair golfer, it'sexcefler t 
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Ml need km all. 




tour de mimes 




The worlds no. 1 cycle race deserves the world’s no 1 sports 
software. Here it is. The fabulous Tour de France. 

g 5trive to win as many of the 16 stages as you can to win the 
" most famous jersey in the worid The yellow jersey. 

Just like our block-busting Decathlon, Tour de France gives 
you the chance to combine joystick skills with sheer physical strength 
and mental tenacity to win through to become the outright winner 


ACTIVISION 



HOME COMPUTER SOFTWARE 


TM 


AVAILABLE ON COMMODORE C64 CASSETTE AND DISK- ACTIVISION UK LTD 15 HARLEY HOl KF mahvi ramie daah 

FROM SELECTED BRANCHES OF: BCWTs/wH^M^TH.J^OHN^M^I^ES^lfASKY^^' 
SPECTRUM, RUMBELOWS, WOOLWORTH AMD GOOD COMPUTER SOFTWARE STORES EVERYWHERE 






FRANKIE 


Ban* £935 cass. Joystick 


only 



TO 



■ere arrives Frankie, who 
mmm steps into your 6d to give 
lyou adventures and 
experiences yet unimagined ... 
Welcome to the Pleasure Dome. 

You play the part of an aver- 
age member of the public in 
Munda neland, an average sub- 
urban surrounding. Starting 
devoid of personality you have 
to build up a character by com- 
pleting: the many tasks and obj- 
ectives littered throughout the 
game. There are four factors to 
your personality, sex, war, love 
and religion and these all have 
to be built up to their maximum 
before you become a real 
person. You also have to build 
up pleasure points — these are 
^warded for completing objec- 
tives. The ideal score is one of 
more than 87,000; when you get 
this you usually have a 99% 

P ersonality and can enter the 
leasu redome. 

Being Mr Jde Public in the 
urban wasteland of washing 
machines and videos is a boring 
one, inspired only by the fact 
that If you can build up enough 
of a personality and become a 
“real' person then you can enter 
the Pleasuredome. 

Playing the game is quite odd 
— you can walk round! the 
Streets of suburbia and enter 
houses, sitting rooms and 
kitchens at your will. In these 
rooms are the objects of boring, 
everyday life, like comfy chairs, 
drawers, cupboards, videos, 
fires, fridges, flying ducks etc. 
You can feel and explore these 
and open them up. Sometimes 
"feeling' an object will give you 
an experience and add valuable 
points to one of the four factors 
of your personality. 

If you ex p I ore a d r a we r o r cup- 
board then a 'window' will open 
upon screen.. In this window will 
be a hand- like icon. Move this 
over one of the objects in the 
window, press the fire button 
and you can pick it up. It wiN 
drop automatically into your 
inventory (which you can access 
at anytime}. Depending on what 
the object is that you pick up, 
you are sometimes awarded 

E ersonality points ora pleasure 
onus. The objects that you col- 
lect can be used to help perform 


ss 

ass 


Hil'r .fifi 


M H 88 





a tas k o r may be u sad to i ead y ou 
into the Pleasuredome maze. 
Throughout the game you are 

K resented with objectives, these 
appen quite strangely and 
unexpectedly For example; pick 
up a video cassette, move to the 
/video, access the inventory. 




move the icon over the video 
and proea the fire button — this 
will insert the video into the 
cassette. You gain points for this 
and a big window irises out from 
the centre of the screen. You're 
behind this so run round and 


enter the window. You have to 
be quite fast otherwise the 
window will close leaving you in 
front of the telly. If you do enter 
the window then the window 
grows bigger, filling the whole 
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HO LLYWOOD 


Cupids Arrows 
Difficult one this . . ride from 
hell to heaven on a cloud to be- 
come a saint. If you complete 
your task then you'll pick up 
something important. 


Shooting Gallery 
Don't miss a thing so take your 
time. Really you should free the 
ducks before tackling this one. 

War Room 



Shoot everthirig . . . you need to 
be a real angel to complete this. 

Flower Power 
Simply pick a bunch. 

Z i i Room 

You can get out of this without 
Completing the puzzle, Solving 
the puzzle is very hard but you 
can do it with a reasonable 
knowledge of the multiplication 
of matrices. 

If you manage to enter the 
Pleasuredome then try to map it, 
It becomes quite important to do 
so — the doors which it contains 
lead to all the games AND back 
to the outside world. You don't 


screen. You can then take part in 
whatever is happening on the 
screen, usually a game of some 
sort. 

If you complete these games 
then you'll gain pleasure and 
character points and another 
window will open allowing you 
to get further into the game (and 
sometimes into the Plea su re- 
dome), If you don't complete the 
game then you'll lose points all 
round and be put back into 
Mundane sville. 

You can get to two of the 
games by going into certain 
rooms and touching the posters 
(mini representations of the 
games] on the wall. Both these 
games are quite tricky though 
and unless you know what 
you're doing I wouldn't advise 
trying them 

THE GAMES 

Sea of Holes 

Move your man into the holes to 
warp about the screen. Getting 
to the bottom of this isn't as diff- 
icult as il seems. 

The Terminal Room 
Plenty of things to see but what 
to do? This time it's got to be 
floppy to stick it in, A pass to 
pass and plenty of windows to 
enter, if you can get there, 

Cybernetic Breakout 
Just a good ol' fashion breakout 
but a little bit harder „ , , there's 
only one 'brick'! 


Liverpool and Birkenhead get 
flattened. 

Talking Heads 

Reagan and Gorbachev (or 
should it be Gohachev) spit it 
Out, Go left or right to choose 
your politics. 


A Frankie game? Would it 
he as goo (fas their records l 
wondered as) put the cas- 
, setts into my C2N. A few , 
moments later) was quite 
surprised to hear a brilliant 
version of ‘Relax’ as k 
loaded. The loading screen 
popped up seconds later — 
great, how wilt the game 
play? Once the music had 
stopped t pressed the fire 
button with anticipation 
and f ound myself in a j 
, baring old street full of \ 
f terraced houses with the 
bpss/ine from the start of 
l the 'Two Tribes' 12 inch I 
\ pounding from the j 
/ monitor. On entering a \ 


f Running round other 
i peoples’ houses was quite 
\ good fun although l don t 
\ know wh y they keep 

/ herrings in their washing 
machines. Once i d got a 
video l put it into the telly 
and was astonished to see 
this window thing iris from 
the screen. So surprised 
\ was i that f dtdn 'f enter it 
f although next time f did, \ 
When you start getting 
things worked out you can 
whizz from situation to 
^ situation quite swiftly, 
f There are many games f 
within the game, some of 
which are really quite 
difficult The music when 
you get inside the i 
Pleasuredome is hritlian t 
but the piece on the arcade 
k Screen called "Flower 
' Power is just beyond ( 
belief! The graphics are ' 
truly marvellous, with the 
screen irising in and out at 
^ — \ huge speeds. y 


f 7 subject matter of the' 
’ game is very deep with 
realistic surroundings and 
surreal abstract overtones, 
almost with dreamlike 
qualities, especially on the 
Ffo wer screen. This piece of 
software is brilliant — the 
1 only trouble being that 
once you Ve started you 
can go on forever so as you 
get deeper into the game 
you just don't want to , 

finish. (Just for the record : 
Saturday night 4.30 am 
. Sunday night G.3Q ami! 

This is a stunning piece of 1 
software and unless you f ve 
got several spare hours 
/Me all night j don f t buy it orj 
play iff _ 


meticulous. Once I'd got 
into the game /started to 
^ enjoy myself. ^ 


^ This is a res l stunner/ 
Denton Designs seem bent 
on producing some of the 
best Commodore games 
around Shadowf ire was 
good hut this is absolutely 
superb ff f A /though 
seeming weird at first the j 
\ game ts very easy to get \ 
/ in to and within a few 
‘ minutes 1 found m yself 
getting involved with an 
incredibly strange sort of 
game. The graphics are j 
truly marvellous with 
plenty of attention to detail, 
the sound is just superb — 
aft my fave Frankie tunes 
compressed and 
rmptfmented brilliantly into 
my micro. This game is a 
real classic and I d strong fy 
v recommend you buy it 
nowf 
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want to enter a game room 
which you've completed as this 
usually ends in the loss of 
points. When you are exploring 
the Pleasu redome then beware 
of the floating sparks, the ones 
which emerge from the man- 
hole covers become a pain taut 
are easier dodged than the 
former. You can shoot the 
sparks but be careful — if one 
touches you then youll lose 
points and end up back on the 
streets. 

Within the game there is a 
little sleuthing 'sub game'* This 
comes in the form of a murder 
which happens sometime 
during the game. When a 
murder happens every new loc- 
ation you visit thereafter will 
give you a clue. Using these 
dues through a process of 
elimination you can find the 
murderer. Once you are confid- 
ent that you have discovered the 
killer's identity you can return to 
the room, When you re-enter the 
room you are given a list of the 
suspects and choose which one 
you think committed the crime. 
If you're right then you'll get a 
big bonus, guess wrong and 
you'll lose rat her a lot of points! 


f Afters rather long defay 1 
and a faff bit of hyp e, 
Frankie has af fast made it 
to the 64 — and it's 
certainty been worth the 
waftf What with the brilliant 
and original Shedowfi re 
\ and now this . , . Denton 
Designs have done 
themselves proud and look 
set to become the 
household name in 
computer entertainment. 


The game is a doddle to get 
mto with excellent " 

^ graphics, outstanding j 
soundtrack (which is 
atmospheric) and easy to 
use icons and windows . 
The many problems vary 
i between simple and * 
* complex in both 
conception and play and 
the feet that you aren 't too 
heavily p enafised for , 
[ repeated failure,, makes f 
[.things that much more J 
t addictive, 


I’ve never played anything 
so compelling as this — it 
really was a case of not 
wanting to turn off once Td 
started I dunno guile what 
His — theres just 
k something about Frankie 
that makes you want to 
keep playing and playing 
and playing and . . , Relax! f 
can ’> explain it I ^ 


Presentation 

Superb loading screen, 
excellent instruction and 
easy to use control 


Graphics 96% 

F sbulous definition and 
colour nil round* wonderful 
windows and easily 
identifiable icons 


SoufiH 98,5% 

The Pleasure Dome LP 
comes to your micro in 
style. 


H ook ability 99% 

Enforced addiction — once 
you slart, you won't wanna 
turn off. 


Instability 95% 

A tough and pleasurable 
challenge in finding your 
personality. 


Valued For Monay 
STRb 

Great new game, re mix 
and price. 


f 


s 

fe 

i 
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Mailorder; MONOLITH, 
3fd Firjor, Lecto r Cou n f 151 farrinydon ftoad h 

London EC1H3AD. 


Flics £&&5irie.PBtP 1 
Cheques/POs payable io Monodth 
Credit cards call 01-3372099. 



AND 


EIGHTH 


Experience the thrill of top international 
competition in your own homef Summer Games II 
brings it aN to you with eight challenging new 
events. You and up to seven other contestants can 
compete in your favourite individual event or go for 
it all In the grand competition. Some events, like 
cycling, rowing and fencing even challenge you with 
realistic head-to-head competition. 

First, decide which of the IS different countries 
you re going to represent- Then, in true Olympic 
fashion, you will need the proper strategy and 
mental toughness, not just speed and agility to excel 
in each of the eight events. That s why we included 
a feature that Jets you practice each event until 
you re ready for the real competition. 

Remember, it s not too early to get ready for J988, 
With the right diet, proper training and lots of 
practice you just might make it. In the meantime, 
put on your sweatsuit, grab that joystick and let 
Summer Games ii give you eight new ways to Go 
For The Gold i 

• includes Cycling, Fencing, Kayaking, Triple 
Jump, Rowing, High Jump, Javelin and 
Equestrian Events 

• Opening, Closing and Awards Ceremony 
With National Anthems 

• Compete Against The Computer or Your 
Friends 

• Individual and Head-To-Head Competition 

• One to Eight Players 

'SUMMER GAMES U DOESN'T LOOK 
SET TO BECOME A CLASSIC- 
> IT IS A CLASSIC r 

— » - ZZA.P 64 





mi ff 


Summer Game* II now takes the 
Goid as the greatest sports 
simulation ever created far the 64; 

4 -Commodore User 

'Summer Games II is eight 
o utstandin g games rolled into one 
pfece of software 100% uafue for 
money." 

-Computer Gamer 


TRY THESE OTHER 
GREAT GAMES FROM EPYX 

SUMMER GAMES IMPOSSIBLE MISSION 


AOpemng Ceremony 
If High Jump 


Equestrian A 
Kayaking T 


PITSTOPU 
















fmnWe'co mJes to 


And fifty copies of the game 


COMP 


will leave again, as prizes 


in the 


Frankie Say Win 
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Competition 




■o you think you're a real person? 
r Frankie aren't so sure . . . and the 
computer game sets you the task 
of becoming a whole human, on 
screen, by attempting to escape 
from the mundane world and gain- 
ing access to the Pleasuredome. 

Strut your stuff, boost your 
equation, and tell Anropov where 
to get off; Sticky buns for break- 
vast apart. I've been locked away in 
the darkest recesses of the 2ZAPI 


LUDLOW 


EMO C L EWX B T T S E 
T T S X MW LASSTT J 

ybyaero r HDSOK 


LOV LGXHODETNN 
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kechnttpunttk 
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frttzvmhoolre 

XENLOVE YFSTTB 


broom cupboard specially design 


ing a loverly brain teaser just for 
you so you can feel as unloved and 
unhappy as I do (a Competition 
minion is only there for the kick* 
ing). Search through the specially 
hand-wrought Frankie Word- 
square until you find the hidden 
words and then whizz off your 


Name . 
Address 


Find these words 


ZTT 

FRANKIE 

DENTON 

DESIGNS 

RELAX 

WELCOME 

POWER 

OF 

LOVE 

OCEAN 

HOLLY 


Postcode 






_ 
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I n times of old, when knights 
were bold and chivalry took 
priority in life over a tin opener 
for your suit of armour, proving 
yourself a man was the most 
important thing in life (things 
never change} although what 
you had to go through then is a 
lot harder than today's untaxing 
rigmarole. 

Taking the role of a knight in 
Mastertronic's latest release 
offers no exception and proving 
your worthiness to join the 
esteemed Knights of the Poly- 
gon table plays a vital part in the 
game. You can, if you wish, be a 
callous and scoundrelous knave 
and not complete your task 

E roperty, but then you won't 
ecome a proper knight and you 
will lose the love of the girl you 
cherish (things never change). 



/ remy dont know how 
astertranic can afford t 


nrftculottsfy tow price', ft it 
i ms €8.96 rd stiff shaft out 
for it ft*s that 

smart The graphics are 
extremely good with 
cartoon-tike animation and 
truly humourous i baddies. 
The game is challenging 
and has plenty of 
tasiahlfitY. 


verson months ago when 
it came out ft had the 


M&steftmnk s first budget 
pnce without the budget 
took and feet. Now they 
have used the 64 $ 
capabilities to the full and 
made something which is 

P mort* than a mere 
translation. Finders 
Keepers needs mapping 
and rm sure the mans wifi 


and rm sure the maps wifi 
Start fulling in very quickly 
once ids ham released 
l hint , hint}. This is a little 
masterpiece and anyone 


quid for if will not be 
disappointed 


The even) leading up to your 
quest is an age-old problem, one 
st iH common today, Your liege,, 
the King of Isbisma is stuck for a 
birthday present for his lush 
daughter Germ intrude. Since 
you're 3 magical knight and 
quite a cool cookie, the king 
assigns you the task of getting 
something highly unusual for 
the gorgeous Princess, Before 
you can argue about it r you're 
spirited off to Sprrteland to 
complete your quest. 

What should you do now? If 
you're a good knight then you 
go about your quest without 
question, but on the other hand 
if you're a scoundrel then you'll 
grab what you can get and try to 
escape the castle (and let the 
Princess down). 

The game starts at the king's 
throne, with its encumbent 
imperiously waving you on your 
mission, and thence it's to 
Sprite I and where lies fame and 

e 

strength -sap ping meanies and 
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The castle is essentially made 
up of platforms around which 
are dotted objects that can be 
picked up or examined. If you 
think an object may come in use- 
ful you can pick Ft up r trouble 
being that you can only carry a 
limited amount of things so pick 
objects up with discretion. There 
are 'traders' at each end of the 
castle and two on every level 
and these people trade, buy or 
sell objects that you pick up. 
Some objects can be used in 
conjunction with others to make 
better and more valuable items. 
If you sell objects then the 
money raised from the sale is 
totalled up. Once this total 
reaches a required amount you 
can buy something special far 
the Princess. 

On exploring the castle you'll 
discover two huge 30 ma^es, 
These have to be negotiated to 
reach other parts of the complex 
and there are holes and gates 
which have to be explored and 
examined to do so. 

To thwart your present- 
seeking quest are the many 
meanies of Spriteland, creatures 
that roam the castle end. if you 
touch them, sap value from your 
energy bar. If the bar diminishes 
completely then you'll lose one 
of your f iive lives. 

When you have enough 
money to buy a present you can 
go for it or try to actually escape 
from the castle with lots of 
goodies and money, all for your 
very own selfish person . . , and 
be a REALLY un-chivalrous 
meanie {things never change}. 


Yef another Quality product 
from Mastertronic, 

J enforcing their powerful 
hold on the budget range of 
games. Both graphics and 
sound are o f a high stand- 
ard with some lovely char- 
actors end animation (the 
King in his Chair is great). 
The mush, is also sup erb 
wnh the SiD chip being put 
to excwffent use and mere 
are some nifty sound 
effects spread throughout. 


Finders Keepers may 

_ _ _ : A , i ■ . a ji 


- i. ■ a rtrerjp 

appear to be just a platform 
game on the surface but 
after a little playtng you 
soon find it tsn t There ere 
some very good adventure 
Overtones with plenty of 
objects around to pick up 
and trade or put to goo d 
use. Loads of locations 
exist to explore and 'suss' 
although mapping is not 
entirely essential as it is 
possible to team your way 
round ft played often 
enough (whtch is in fact the 
™ easel 


f've been extremely 
impressed with 
Mastertronic's previous 
arcade adventures on the 
64 but this realty does stand 
out Definitely one for the 
collection and at the price it 
would be plain stupid to 
copy it and not fork out the 

L. 


plantation BS% 

finable keys and other 
such useful touches. 

Graphic* B7% 

Wonderful cartoon style, 

I humourous animation and 
i definition. 


Certainly someof the better 
(sounds we've heard. 


Hook ability 91% 

Plenty to see r do and work 
out. 

Instability S3 

I „ . , and TWO ways of 
finishing the game 1 

Valuo far Money 
98% 

Two quid is a joke! 

Overall 90% 

Fabbo little game at a fab bo 
little price. 



\ ittwr k 

SS^jw/nwe 

rtmr$ 


ZZAP! 64 September 1985 37 

LU>AK fife KwtHTS! 





When l< iirst played 


this I was really 
impressed After 
playing a few more 
times 


_ iif not so ■ 

The game itsulf is 
™ Rv quite fun ID play, 
especially with two 
players, the only 
thing is that tne game is let down 
hombly by its graphics and 


speed, Tba graphics are m\r- 
emely blocky and the whole 
screen tends to slow down badly 


when there's more than hvo 
planes flying around The 'fear 
of the plane is a bit sluggish and 
this makes actuaHy bringing 
down the enemy a real chore, h 
has b nice scenario, however, 
and the instructions are very 
good* the trouble is that the 
whole game is too stow, boring 
and unrealistic to be worth a 
tenner. 


the Battle for Pusan and you 
have to defend US troops 
against enemy YAK 90 fighter 
bombers. The second is the 
S unchon Airdrop where you 
have to pilot a modified C-119 
transport plane across enemy 
lines whilst beating off attacks 
from enemy YAK*. Mig Alley is 
an exciting scenario — you have 
to Fly your F9F Panther into Mig 
Alley and destroy all the 
MIG -15$ you encounter * 

Sinuiju Airfield puts you in a 
defence situation. While your 
Thtinderjets strafe the airfield 
you have to supply air cover 
against the attacking MlGs in 
your F-B6 Sab rejet. The fifth 
scene is similar to the fourth and 
again you have to supply air 
support against the marauding 

MfGSr 

There are points to be scored 
for shooting down planes and 
bonuses for completing levels 
etc. You get ratings for the 
amount of points scored! from 
Novice to WGFP (World's Great- 
est Fighter Pilot). 


UB Qald t £9.95 


j £14. 95 difck > joystick only 
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his is a new type of flying 
game which takes its roots 
From Pit slop IL It's 3 head 


to head flight simulator/game 
where the scenario is Korea 
(1960-1953) and you've got the 
choice: shoot down the enemy 
or die. 

The format of the game is 
extremely similar to Pitstop If 
with a split screen view from 
both aeroplanes, one player 
using one screen and the second 
player using the other. These 
screens are quite realistic in the 
way they behave, if you am fly- 

t A two player head 
fa head fighter sim- 
ulation has great 
potential as an 
exciting game hut 
unfortunately Mig 
Alley Ace falls 
short. Micro prose 
may have had 
goad intentions when they con 
chived this game but something 
seems to have got lost along the 
way r The graphics don't malty 
work as they am far too stow, 
juddeiy and blacky . No atmos 
pherw or feeling of flight is gen- 
erated as in say, D^m busters 
which doesn't help much. The 
sound isn't much either and is 
reminiscen t of other Microprose 
flying games such as Spitfire 
Ace The sluggish controls give 
the impression off tying through 
syrup and it becomes malty 
infuriating when you can V turn 
quickly enough to shoot some 
thing. A lice idea, shame about 
the end result. 
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. in g towards each other then you 
ame which takes its roots | will see the other player flying 

towards you and if you look at 


his screen then you will see 
yourself flying towards him. 

There ere several settings 
when you load the game and 
you have the choice of either 
having a single player game, a 
two player head to head or a two 
player cooperative. If you have a 
one player game then the com- 
puter takes over the second 
player s screen. You can also 
se lect th e nu mber of ' Wi ng me n ' 
if you need them. These become 
part of a team and they fight with 
you. You can vary the amount of 
Wing men between two players 
so, for example, player one 
could! fight solo against player 


two with two Wingmen. 

Each screen contains infor- 
mation to help you fly. There is a 
speed indicator, altimeter, 
engine power and a radar 
showing any aircraft within the 
vicinity of your plane. Unfortun- 
ately it doesn't distinguish 
between enemy and friendly 
planes, it's up to you to track 
them down visually (player 
One's planes are dark grey and 
player two's are light grey). 
There are also low altitude ind- 
icators and a low ammo indic- 
ator (you have a very limited 
amount). 

There are five different scen- 
arios to tackle, each scenario 
representing a different situa- 
tion during the war. The first is 


Pnasuntotiiin S9% 

N ice array of options with one or 
two player head to head. 


R athe r block y r $ I o w g raph i cs b ut 
convincing planes. 


Pretty feeble jet noises and 
machine gun clatter, 






Hook ability BB^o 

With two players it's quite good 
fun. 




* 






i-ovtabillty S7% 

With one it's not. 


VeiUa Far Monny 52Rq 

Rather limited gameplay. 


Overall 54 

Just about above average. 








» RELAX* 


^3 innovative ill ideas and excellent graphics 

Variety is certainly the key word in this highly unusual game 
which has su rely gone far beyond what anyone ever expected, 

, a beautiful program, an adventure of gr eat , imagination, with some 
>erb programming techniques . 

ice to see a game that can match the quality and the style of the group 
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Ocean Software United 
6 Central Street, Manchester' M2 5 NS 
Telephone: 061-832 6633 Telex: 669977 Oceans G 



Ocean Softw are e avail.rl.ie from : (J$0) ,\\ H SM I T H , 

r iX|JB] i ||CIOlJVOR7|f 1 L A S KY S , Ru mbelows .Gret-na 

Spectnxn Shops; and all good software dealers 
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fighter plane defending a land of 
frightened colonists from the 
marauding forces of invading 
aliens. The game takes place 
over the colony, or combat 
arena r (represented as a grid) of 
25 by 25 squares (sectors) with 
flanks,, enemy planes and 
motherships to contend with- All 
action takes place within this 
grid and should you leave it, a 
tone sounds and a warning 
message is given. 

You are given three lives and 
can choose one of five difficulty 
levels (from the easiest (Cadet! 
to the hardest (Ace of the Basel 
to play any one of fifteen differ- 
ent scenarios (ranging from 
simple tank and enemy plane 
training to full scale invasions 
and specific enemy invasion 
patterns). Tank training pits you 
against nothing but tanks and 
plane training, planes (plane 
training three puts you up 
against planes and tanks), High/ 
low training throws tanks at you 
followed Toy planes, combo 


training gives you boih at once. 
A small invasion consists Of one 
mothership (a sort of floating 
city) that must be destroyed be- 
fore it launches enough planes 
and tanks to destroy your baee^ 
Full invasion has three mother- 
ships attacking and the massive 
onslaught has six! The Five diff- 
erent attack strategies each fol- 
low specific patterns that must 
be studied and understood. 

SKY FOX — THE PLANE 
The Skyfox plane is fully equips 
ped to cope with all situations 
that may arise (providing the 
pilot is up to st, of course), 
coming fully armed with laser 
cannon, heat seeking missiles 
and guided missiles. The laser 
cannon are activated by simply 
pressing the fire button and an 
unlimited number of shots are 
instantly at your disposal. Heat 
seeking and guided missiles on 
the other hand, are in short sup- 
ply with only five of each being 
provided and they must be 


( Although being a flight J 
simulator type game j 
) there '$ sophistic* ted f 

/ auto-guidance systems, \ 
missiles ande computer to 
j help you on your tricky task 
f of destroying the whole of 
the invading force single 
\ handedfy. There am J 
motherships, tanks r 1 

[ heat-seekers and planes to 
destroy, and ail come 
towards you in stunningly 
realistic 3D, The plane itself 
has a tremendously 
authentic fee f to Has you 
turn and twist 10 avoid 
X^oncoming hostile forces. 


Software seems to have 
made a sudden leap 
forward this month, what 
with Summer Games II and 
no w Skyfox, H shows that 
the ever increasing quality 
of software on the 64 is stiff 
striving to reach its peak. 
Skyfox is a state-of-the-art 
J D shoot-em^up. The 
^ graphics are absolutely 
stunning with a realfy 
convincing 

view-through-the-cockpit 1 
type 3D scenario. The idea 
behind the game is rather a 
crusty one — defend your 
base from the marauding 
invaders — but the 
approach is a novel one . 


The sound however, is a 
bit of a let down , Just rather 
standard booms and 
explosions as you fight to 
save the base. I really liked 
this program and along 
with its wealth o f op tions ft 
offers a good challenge 
which sh ould keep all 
i suicidal pilots happy for i 
\ months. J 


■It 


F irstly, let me get something 
Straight: This is not a flight 
simulation — it's s fight 
simulation. SXryfcjr puts you in 
the flying seat of the latest jet 


Electronic Arte/Ariolafioft, £0.95 cS96, E1E.9S disk, joystick with keyi 






primed before firing. Sheets 
surround the plane as limited 
protection but diminish with 
each direct hit against you ion 
higher levels, hitting the ground 
weakens the shield heavily l 
Shield strength, along with fuel, 
can thankfully be replenished by 
landing at home base. 

The speed of the plane is con- 
trolled by the keyboard. Press- 
ing numbers from nought to 
nine gives you respective per- 
centage speeds {eg pressing 1 
gives you ten percent of max- 
imum speed) and slight adjust- 
ments of 100 mph can be made. 
Sudden bursts of speed are also 
possible by engaging the 
plane's afterburners but this 
proves expensive on fuel, so 
careful use of this function 
should be made. There are indic- 
ators either side of the control 
panel to show fuel and shield 
status along with numerous 
other things such as speed, alt- 
itude, current compass heading 
(in degrees), your current X/Y 
coordinates, a clock (to show 
elapsed time since launch), 
number of heat seekers, guided 
missiles and a radar scanner 
display* 

SKYFOX — THE BASE 
COMPUTER 

At any time du ring the g a me y o u 
can cal! up your base computer 
to keep track as to whafs going 
on (providing your home base 
hasn't been destroyed)! This 
computer allows you to check 
on your score (plus a summary 
of how many colonists are 
living/dead, how many tanks, 
planes and motherships have 


My first impressions of this 
game were that it was 
i another flight Simula Hon 

game r This couldn't have 
been further from the truth 

— it is a simufatfom a 

«i simulation of high speed, 
t air warfare. Multitudes of 
tanks, motherships and 
high speed jet pianes are 
L just some of things you 
\ come across afong with 
I plenty of exciting action. 

Tactics vary considerably 
depending upon which 
l level you have chosen — \ 
V another amazing thing J 
I about this game; the / 
\ variety of fev&tsl / 


Air-to-air combat is so real 
istic that f began to sweat 
after a white mpeciaffy on 
higher levels j with jets 
whizzing about the screen 
at such high speeds that 
half the time you don f t 
know whether you're 
coming or going f Low level 
ground attack is also 
i slantingly realistic with 
f menacing tanks grinding 
their way ominously ~ 

^ towards you, firing i 

constantly and ' 

uncomfortably accurately. 


My overall opinion of this 
game is that it's very well 
(nought out and extremely 
well finished. Ids not only 
very realistic as a flying 
simulation but as a tense 
war game. Terrific fun and 
\ worth every penn y. 


At last! The chance to pitot 
a high speed jet fighter and 
zoom around blasting the . 
* living daylights out of 1 
anything that moves (and 
l anything that doesn't}, J 
} thanks to Sky fox. The J 
graphics are superb and ^ 
give an excellent 1 

representation of flying at 
high speeds over not -so- 
barren terrain. The effect of 
the tanks, motherships and 
enem y fighters moving 
towards /away from you is 
ace — it realty does put the 
wind up you to turn round , 
and meet a rather 1 

aggressive tank poking its i 
i dirty great gun barrel / 
\ through your screen. / 


been destroyed etc), check on 
shield status for each instal- 
lation (and which, if any, are still 
functional) and plan your tactics 
on a tactical map (a simplified 
map of what is where), You can 
also zoom up on a particular 
sector to see exactly what is 
there. 

To cut out needless and 
monotonous flying around in 
search of aliens to kill, there is an 
auto pilot function. When there 
are no enemy targets to be seen, 
activating the on- board com- 
puter controlled auto pilot will 
speed your craft to the viciniry of 
the nearest enemy. If you've dis- 
posed of all the enemy then 
you'll be taken back to home 
base instead. 


Control of the plane is very 
sensitive and tricky to get to 
grips with at first, but with 
b practice you soon find 
yourself zipping about / 
■ without too much of a \ 
f problem ■. Sound is really 
the only weak point about 
the game — FX are few and 
average (although the 
^ engine roar is quite good j , 
and the title screen tune 
could have been better, A 
l great shoot-em-up of high 
addictive qualities and 
plenty of great options and 
fast., furious action to keep 
v ’— v things that way, A — - x ' 


iSPSIfi 


Pro son tot ion 96% 

Heaps of differ enl attack 
waves and levels. 


Graphics 

Superfast 3D as you fly 
□round. 


Sound S 1 °io 

Rather boring boom blast 
noises and feeble ntle tune 


Hook ability 9©Rfci 

Once seen you'll wan Ho 
keep at it. 


L-cU3t ability BORb 

Plenty of levels but the 
same old aliens may pall 


Value For Manny 
90% 

Not expensive for such a 
quality program. 


Overall 91% 

The best 3D shpot-em-up 
available. 









Elite -the ultimate, award-winning space 
challenge. 

Once the privilege of BBC and Electron 
owners, Elite now takes a giant leap forward - 
onto the COMMODORE 64. (There'll be 
versions for the 48K Spectrum and Amstrad 
soon). 


OUT IN DEEP SPACE, 
THESE REVIEWERS FACED 
THEIR TOUGHEST TEST 





Already tested by the intrepid explorers of 
the Commodore press, here - breathlessly - 
are just a few words from their advance battle 
reports. 

“The Final Frontier?” 

(Mega Game , Your 64, June 1985). 

• /I? i 

“My favourite. . . as absorbing and 
challenging as the original.” 

(Commodore Horizons, June 1985). 

“To explain every element of Elite would 
take a book. . . you 11 run out of energy long 
before Elite runs out of things to show you.” 

(Commodore Computing international , 

June 1985). 

“A brilliant game of blasting and trading . . . 
truly a mega-game.. .the game of a lifetime.” 

(Gold Medal Award, Zzapl 64, May 1985). 
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AMERICA 


Yes I not content with fast month's news from 
abroad JULIAN (nowhere else is good 
enough) RiGNALL is continuing in his search 
for foreign gold. This month he's tracked 
down quite a few arcade conversions along 
with some new original stuff, for original- 
stuff fans. 


IT CERTAINLY looks like the 
arcade conversion fans'll be 
catered for in a big wav in the 
not-too-d istant f utu re. T a J k i ng of 
coin-op conversions, DatasoFi 
are soon to release Etevator 
Action which is a cross between 
Gumshoe and impossible Mis- 
sion, Also on their way are 'sev- 
eral others', 

ipyx have been busy and are 
soon to release Two on Two 
Sports which allows two players 
to team up against computer 
opponents in beach versions of 
volleyball, American football 
soccer and baseball If you can't 
find a friend then the computer 
will supply one I Also from Epyx 
comes Mo ret e: Dragon-Lddy of 
Pem t the sequel to the award- 
winning Dragonriders of Pern, 
and fol lows tn e sa me sort of s uc- 
cessful format A struggle for 


Global domination is the awe- 
some scenario of £mpire as you 
commend land, sea and air 
forces in an attempt to control 
the world. 

Other games from Epyx are 
Barbie, a game based around 
the exploits of the famous 
globetrotting doil. Speech plays 
an important part in the game, 
especially when her boyfriend 
rings! Hot Wheels is the aptly 
named game allowing you to 
make, break and race your own 
cars. Once you have built your 
own car you can choose to race 
it against a a friend's. 

Watch this space, they'il be 
here first , . . By the way; please 
DON'T go ringing me up to ask 
from where and when they'll be 
available. Be patient, you lot wifi 
be the first to know. 


I 
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SUPER 

ZAXXON 

(Hesware) 

Super Zexxon is the follow-up to 
the hugely popular arcade and 
computer hit Zaxxon (believe it 
or not)* The game presents a 
simitar sort of scenario to the 
original Zaxxon with similar 
blue ‘point of view’ 3D graphics. 

The aim of the game is to in- 
vade the Zaxxon space fortress 
and destroy the dragon which 
controls the whole complex. 


You start in space and have to fly 
over the fortress wall to begin 
the first run over the airfields 
and missile launchers. There a re 
also the familiar electric force- 
fields to fly over (or roundl and 
gun emplacements which fire at 
you. Deadly heat seeking mis- 
siles are fired at you from some- 
where off screen which must be 
shot down or dodged and they 

B et to pose a real problem on 
igh levels. Fuel is supplied via 
the traditional formula, re shoot 
the dumps which are tittered 
over the complex- ff you shoot 
them then fuel is automatically 
added to your ever-diminishing 



OOUGQ 

HESWfiRE 



stock. 

After the space fortress comes 
the tunnel run. You ^nter a 
tunnel and are attacked by many 
saucers — and as we all know, 
saucers have this unpleasant 
habit of firing at you. The 
amount of saucers you have to 
destroy depends on your perfor- 
mance over the fortress. The 
more things you shot over the 
fortress, the less saucers you 
have to bring down. Once the 
saucer sequence is completed 
it's hack to the second, more 
hazardous run over the fortress. 
Many electric force fie Ids stand 
between you and the dragon, 
making you fly through the 
small gap between the field and 
the wall which supports it. 

Once the second run has been 


negotiated there's the final con- 
flict with the dragon. You have 
to shoot it before it breathes fire- 
bombs on you, and should it be 
killed, then it's back to the start 
with a much more difficult run 
over the fortress, more vicious 
heat seekers, accurate gun em- 
placements and missile launch- 
ers, Your fuel also drops more 
quickly so you have to be a really 
accurate shot and pick off as 
many fuel dumps as possible. 

The graphics are very similar 
to the first Zaxxon game but are 
much improved. The game itself 
is far more challenging and al- 
though being TOO similar to 
Zaxxon r nevertheless provides a 
ood follow-up that could well 
e successful. 


TRACK AND 
FIELD 

(Konamij 

The sports simulation that took 
the video world by storm is very 
well converted to the 64 with 
Konami's official Track and 
Field. The original keyboard 
thumping^ joy Stick toggling 

game that started! off the craze 
for ‘Decathlon’ games last 
summer has at test been 
converted in its entirety, down 
to the little chests and bugs that 
give you extra points. 

Track and Field has the six 


original events: (in order) the 
lOOm dash, the long jump, 
javelin, 110m hurdles, hammer 
throwing and high jump. Most 
are a test of speed and 
endurance apart from the 
hammer throw which tests your 
timing and reflexes. 

The game still has the same 
rules as the arcade game: you 
have certain qualifying times 
and distances that you must 
meet; fail, any one and your 
game is over. The game starts 
with the 100m dasli which is 
lurely a test of brute strength, 
There is a way to cheat on this 
3ut I’m not telling you how). As 
soon as the referee fires his gun, 
Smash the keyboard to bits or 
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write poetry, I should be paid 
more}. 

You also have to whistle? when 
you re up a ladder otherwise he 
won't follow you. When you first 
play it all gets really confusing 
and even after a couple of 
games you have problems in 
getting your brother to go where 
you want. The game is played at 
such a frantic rate that you have 
to think realty fast and rely on 
reflexes quite a bit. This doesn't 
detract from the game and 
makes it even more fun to play. 
The control is quite tricky but the 
game is one which demands 


and deservos perseverance, 

The graphics aren't superb 
but theyTe quite detailed with 
nice animation and little touches 
like a rainstorm, complete with 
thunderf lashes (which are fatal 
if they strike you). The sound is 

S eat with a frantic tune playing 
noughout the game making 
everything seem even more 
frenzied and other touches, like 
the excellent whistles and splat 
noises when you fall off a build- 
ing, add a lot. Overall this is an 
excellent game and one that I 
hope will be brought over to 
Britain soon. 



ADEPT (ARCHON II) 

(Electronic Arts) 



hurl the joystick around the 
room. 

Once that is over it's time for 
the long jump Bun up to the 
scratch line as fast as you can 
and press the jump button when 
you ! re near it. You have to get 
the angle of the jump as near to 
42 degrees as possible to gain 
the optimum jump {ft is NOT 45 
rees). 

nto the javelin and the 
approach is very similar to the 
long jump, the only difference 
being that the angle should be 
as near to 45 degrees as 
passible. After the javelin comes 
the 110m hurdles. Use the same 
technique as the 100m dash but 
use the jump button to get over 
the hurdles. The hammer 
follows and this time it's timing 
that counts. Your man spins 
round automatically and you 
have to time the release of the 
hammer at the right time so the 
thing actually goes out of the 
safety netting and lands on the 
field. After this is the final, and 


WHISTLER'S 

BROTHER 

(Broderbund) 

This oddly titled game is rel- 
eased by Broderbund and is a 
sort of platform game. The idea 
is a simple one — guide your 
brother to a certain point on the 
screen to complete it. It sounds 
really easy doesn't it? Unfort- 
unately its much easier said 
than done and if Whistler's 
brother would take his head out 
of the newspaper he J s reading 
then the game would be far, faV 
simpler. 

Each screen comprises of one 
complete construction, the first 
being a scaffolding and the 
second an old sailing ship, com- 
plete with rigging, sails and 
masts. Each construction is sev- 
eral screens long and three, 
screens high and has a maze of 
latfomns, ladders and boles, 
ou take the role of Whistler and 
it's your responsibility to guide 
your brother to the end of the 
screen. He puts a lot of trust in 
you and never looks up from the 
paper he's so engrossed ini 
There are all sorts of artifacts 
to pick up for points and also. 


most boring, event, the high 

t ump. Your man runs up to the 
>ar and you have to guide him 
over by using the jump button. 
Once that is over the winner of 
the match is acclaimed and a 
pod rendition of 'Chariots of 
ire' plays. After that little break 
it's back to the joystick (or 
keyboard) for another round, 
only this time the qualifying 
times and distances are all 
increased (or decreased as the 
case may be). Them are all the 
options of the arcade game 
including 1-4 players and 
number of opponents. The 
graphics are very similar to the 
arcade and the scrolling is very 
smooth. The sound comes 
straight from the arcade version 
and apart from the lack of 
speech there is hardly any 
difference. Although Track and 
Field's are quite common on the 
64 there isn't one which scores 
like an arcade game. Highly 
recommended to Track and 
Fie/d fanatics 


more importantly, tools which 
help you perform different tasks 
like fixing the hoies in the ffoor. If 
your brother Falls down one of 
these you also lose a life. Little 
brother spends most of his time 
running about blindly and you 
have to keep whistling to him to 
keep him after you. The screen 
wo n 't scro 1 1 i f you J re try i n g to go 
one way and your brother the 
other (gosh I review AND can 


Archon was a minor hit but 
those who own it all agree that it 
is one of the best strategic 

5 a m@s available on the 64 
rchon can be described as a 
sort of chess game with interact- 
ive pieces. The game is played 
on a standard chess board and 
the pieces are laid out very sim- 
ilarly with "pawn" pieces taking 
the second rank, "rooks’ the four 
corners etc. The pieces move 
similarly to chess but taking a 
piece is where Archon comes 
into its own* Move onto the 
square occupied by the piece 
you want to take and a battle will: 


friend takes control of the other. 
You then fight a battle using the 
two pieces. The pawns have to 
come into close contact and hit 
their opponents with a club bui 
pieces of a higher value can 
throw fire, form power rings 
about themselves etc. To defeat 
your opponent you have to hii it 
repeatedly until its energy 
reaches sero, if it does (hen you 
are judged to have wonthe fight. 
If you are beaten then your piece 
is removed from play. 

Using this type of play it is 
possible to defeat the oppo- 
nent's queen with a pawn, al- 
though the job is extremely dif- 
ficult with the odds stacked 
against you. 

Archon /f is slightly different 
since it is played on a bone 
shaped board, the outer board 
containing four inner boards. 
(Confused? You should try expl- 
aining it)! You control four 
adepts which represent each of 
the four elements ie fire, air, 
water, and earth. The game is 
played in 3 similar way to the 
original with the some sort of 
fights between pieces. Move- 
ment is different, though, with 
you being allowed to 'warp J 
around the board.. The game is 
very easy to get into and highly 
enjoyable to play. It may well 
convert some shoot-em-up fans 
to strategy due to its frenetic 
battles but as it stands it's a 
wonderful mixture of think and 
arcade. 


ensue. You take control of your 
piece and the computer, or a 
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BALLBLAZER 

1 was really pleased to discover 
that Lucasfilrrfs Batlbtazer, an 
absolutely superb futuresport 
simulation, will be marketed in 
Britain for the 64, Battb/mer or 
Bait Waster, as it was called orig- 
inally, is another Atari legend' 
from the makers of Fractatus. 

The game is a split screen 
v i ew-th rou g h -th e- wi ndo w two 
player head to head, although 
there are nine levels of com- 

? liter 'droids 1 to challenge you, 
ou are put in control of an 
incredibly high speed craft in 
which you sit, and in turn it sits 
on a large playing arena. The 
object is to outscore your 
opponent 

When you start a ball 1$ 
blasted into the ar^na — you 
move towards it, collect and 
head towards the goal (usually 
out of sight by now). The idea is 
simply to blast the ball into the 
goal when you are in front of it. 
Sounds simple doesn't it? 

The speed at which the game 
is played makes things difficult; 
you zoom around at the most 
horrendous rate. The craft also 


turns automatically to face the | 
ball if you haven't got posses- 
sion or turns to face the goal 1 if 
you have the ball The actual 
turning is a snap through ninety 
degrees which happens so 
quickly it can be REALLY dis- 
orienting. If you collect the ball it 
will float in front of the craft and 
it behaves elastically, so when 
you move it wobbles about in 
theforcefield that holds it 

When your opponent is in 
possession of the ball it s poss- 
ible to tackle by pressing the fire 
button at the right time, blasting 
the ball from his possession. 
This sends the ball flying down 
the arena. Real battles ensue 
and the exhilaration of burning 
round the arena is marvellous. 

I won't say any more about it 
because there'll be a full review 
in the next issue . . . we J ve seen a 
pre-production copy and the 
game captures a II the speed and 
thrills of the Atari original. It's 
hot, really hot! 


POLE 

POSITION II 

(Datasoft) 

This race game follows the foot- 
steps of the arcade sequel to the 
phenomenally successful Foie 
Position , The graphics are a lot 
better than the original Foie 
Position, which were rather 
crude, blocky and didn't move 
too smoothly. The graphics, in 
fact, are quite similar to those of 


Prtstop H being pretty smooth 
and fast. 

The game plays very similarly 
to the arcade counterpart and 
contains the same four tracks as 
the original, the original Fuji 
racetrack the test course and 
the two other very twisty and 
tricky tracks which, like the orig- 
inal, are difficult to negotiate 
safely. As with the original there 
no speed limit is imposed so you 
can chase those course records 
at really breakneck speeds (like 
409mphj!j fc 

A facility to design and race on 
your own tracks is also provided 
— a really superb idea that is 
implemented perfectly. You con 
make nice, long straights to 
zoom down followed by horren- 
dous twisting comers to catch 
out all your fr lends. 

Although Pitstop i/ seemed 
the be-all and end-all of race- 
games Foie Position ft is excel- 
lent, Although not having the 
two player head to head facility, 
the speed of the program makes 
up for it and with the track des- 
ign feature it is a worthy addition 
to any racers 1 Collection. (Yeah! 
a well-known mag's best loved 
cliche)! 


DIGITAL 


This is an odd piece of software 
from, it seems when I invest- 
igated, Holland, Neither market- 
ed or copyrighted, this absolute- 
ly amazing program is one of my 
favourite all time computer 


games. The actual program is 
simple, load it Up and when it 
has- loaded RUN it. The eom- 

E uter will NEW leaving 11,999 
vies free and the message 
*2010* on the screen. This is not 
a SYS call but the name of a 

O of hackers, also known as 
r ofessionals. Type in aTl 
and you will get a fantastic bass 
tom tom thud from the com- 
puter. There are four toms toms 
at your disposal along with two 
high hats, two cymbals, two 
bass drums, two snares and 
three cow bells. 

By typing a simple 0A$lC pro- 
gram using FOR . * . NEXT loops 
you can build fantastic drum 
solos which have to be heard to 
be believed. There are two sets 
of POKES which speed up, slow 
down or blend the drums to add 
even greater realism to your 
creative bashing. Some of the 
ones Gary and (have program- 
med are incredibly realistic and 
would do Cozy Powell proud. 

Th e qu ai ity of the d rum so un d 
is unbelievable, it's sooooo real- 
istic it sounds just like a record- 
ing! There are also joystick and 
keyboard modes you ran use, 
keyboard uses all the keys on the 
top row and joystick mode requ- 
ires two joysticks, Using the joy 
sticks is ace fun and I kepi on 
playing and playing until some- 
one threw a brick at me and told 
me to turn the monitor down by 
90 decibels. 

This program is absolutely 
wonderful and if you can get 
hold of it in any shape or form Ld 
thoroughly recommend you do. 
With the memory left from the 
digitising you can make solos 
which go on for hours on end. 
TRULY MAGNIFIOUEM! 


The second in the Pac Man 
series was never a real hit in Brit- 
ain, not even with the females 
that it was primarily aimed at. 
Perhaps it was because it never 
reached a targ^ arcade circu- 
lation or perhaps because video 
gamers found it too hard, well 
that's all over now and we can 
see how well it'll do on the 64. 

This version is an excellent 
copy of Ms Pac Man and capt- 
ures the speed and difficulty of 
the original exceptionally well 
Eating dots is still the name of 
the game and the four familiar 
ghosts Still chase you, although 
this time they are far faster and 
much more intelligent. The 
mazes are also different from 
the original and contain some 
very devious routes. Each 
screen consists of a different 
maze, although they still contain 
the same old four power pills 
they are much more varied than 
the original, 

Most mazes have 'suicide 
passages' which only have two 
exits, m which the ghosts usual- 
ly try to trap you. The fruits are 
different too, instead of appear- 
ing in the centre they march on 
from one of the four exit doors 
and you have to chase them 
round the maze to catch them 

All! the cartoon screens are 
included in this version {cute 
and highly amusing they are 
too) and the graphics and sound 
are identical to the arcade 
version. 


MS PACMAN 


u 
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New Generation products are 
soM according to their terms 
of trade and condition of sale. 


fingertips in a game so realistic - you'll need a 
shower afterwards! 

Written with the help of Jonah Barrington, former World 

to the International 
as is possible. You 

a 3D glass-backed court to play against your 

using the game's two player option you can 


Squash Champion, the game 
Squash Racquet Federation rules as far 
serve in 
computer, or, 
challenge a frit 

There are A levels of difficulty, and depending how fit you 
are you can play 1 . 3 or S game matches! Check your score 
with the on screen display, but as your eyes are too busy 
watching the ball. Jonah Barrington acting as marker calls out 
the score for you. All this is due to a programming 
breakthrough that enables your computer to accurately 
reproduce the human voice without any hardware 
■l add-ons! 

The game also incorporates a User Defined 
Joystick' Keys option which means that you can 
set your keyboard to suit you, or play with 


Commodore 64 
and all 

48K Spectrums 
£ 7.95 


ust about any make of joystick. 

So get in training for this high- powered 
action game now. 

IV It's your service next! 
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Here's a bit of fun for everyone, and at the same time you 
can help Mikro-Gen with a few facts 


HOW MUCH OF A WALLY 
ARE YOU? 


Please tick or delete when 
appropriate 


1, Which of the games do you 
own? 

Automania 
Pyjamarama 
E very o ne r s a Wal ly 
Herbert's Dummy Run 
None of them 


+ S + fl t 4 fcfrfc + H + S + IB* > fl ■.■.VI P 

Address 


2. Generally, do you think the 
Wally Week games are 

Excellent / good / average / 
poor / terrible? 


3, How do you rate the 4 games 
out of 10? 

Automata 
Pyjamarama 
Everyone's 3 Wally 
Herbert’s Dummy Run 


E E « E El E m E PE PE PPEPHiPE E + E I P E P • 1 » 4 1 J ■ ■ <*■ + ■•■ P 1 + 1 ■ ■ , E E I E B E I 

EE|1 ( ■■ IEEII.i4E*ll EEll li Itltl II Pltl4l-| lit ^ O^ t C 0“d 6 E E E E E E IE E 4 I E 

Age 

If my form is drawn for a prize, my T-shirt size is S/M/L 

* 

The questionnaire forms must be received by 12th September and 
will be drawn On that date for the prizewinners. 

Fill out the form end send it to: 

WALLY QUESTIONS, ZZAP! 64, PO BOX 10, 
LUDLOW, SHROPSHIRE SYS 1 DB 
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4, Do you think the Wally Week 
'formula' is getting ,, „ 

bettor each game / 
much the same / 
getting stale? 


6. Do you think each of the 
gang 1 should have their 1 own J 
game as Herbert has done? 

yes f no 


5, How much are you looking 
forward to the next 'Wally' 
game . s „ 

a lot / moderately / 
not at all? 


7, Do you thinkthfl puzzles to be 
solved should be < , , 

easier / 

harder or more of them / 
less of them? 


8, Are there any ideas you would like to see incorporated into the 
games that you haven't seen yet? 


When Mikro-Gen released the 
first Wally Week game, 
Automania, they reckoned they 
had a good game and a useful 
hero, but no one reckoned with 
Wally spawning a whole series 
of games and an entire family to 
boot! Pyj&mafama and 
Everyone's & Waify were huge 
hits and still have a massive 
following, the combination of 
cartoon graphics, multiple 
locations games within games 
and adventure-like puzzles to 
solve, proved immensely 
popular end satisfying. 

Mikro-Gen plan to expand the 
range of characters around 
Wally Week and use all sorts of 
different scenarios to create 
new games, but with Herbert's 
Dummy Run they feel they hit a 
snag in ZZAPL’s review. In our 
sister mag CRASH, the 
reviewers said it was a Smash 
hit, the fourth in the string, but 
the reviewers in ZZAPI said 
otherwise, and while still liking 
it, said that it was too simitar to 
the previous games to be that 
good. 

Mikro-Gen, being a sensible 
company who like to know 
what's going on, are naturally 
concerned that two magazines 
publ ished by the same com pa ny 
should say such different things 
about the same game (both 
Spectrum and 64 versions being 
as identical as it is possible to 
he}. At ZZAPI we are also 
concerned at the difference 
between the views — and 
curious. Reviewers are human 
(believe it or not} and can make 


mistakes or misjudgements, 
and of course personal 
preferences do come into ft, 
even with three people's 
opinions being used. So we 
decided to ask you, the readers, 
some simple questions to help 
us all out and we would be 
grateful if yo u wo u Id R1 1 th ese in 
and send the forms back to us at 
ZZAP! Well let you know the 
results of the questionnaire as 
soon as possible. 

There s a small “bribe' 
involved too — not to get you in 
favour of Wally if you re not but 
to persuade as many of you as 
possible to send back the forms! 
Without looking at your 1 
answers t! j we ll draw 3 forms 
out of the bag on the closing 
date and those readers w il I each 
receive a ZZAP! T-shirt and a 
ZZAPI cap. 
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BUBBLING OVER 
WITH WIZARD 
SUCCESS 

Bubble Bu^' Wizard's Lain a 
Spectrum game of high regard 
(a CRASH SMASH no less), is 
currently being translated to the 
64 due it's success on the 
aforementioned machine. Pot 
Hole Pete, an explorer of 
integrity, stumbles upon a 
foreboding and previously 
undiscovered cavern — the 
Wizard's Lai r! A place inhabited 
by all form of unimaginable 
horrors, lusting for blood— 
Pete F $f Pete must collect the 
pieces of the Golden Lion 
scattered about the lair, in Order 
to escape, It's essentially a sort 
of Atic Atac cum Sabre Wulf with 
improved graphics, more 
screens 1256 locations over 7 
levels} and is much faster and 
more frantic. Price and release 
date are as yet unconfirmed, hut 
Bubble Bus say it's fikely the 
Commodore version wisl be 
ready for mid -September. 


TONY POPE is a 

pleased man. 

He s the 
Men a qe r of 
FRANKIE GOES 
TO HOLLY* 
WO€*D, and 
Ocean have 
given him e 
g amt? to play 
with (liar 
probafrfy helps 
him gf 

think he has a 
measure of 
Control over the 
group* 

The gama was 
put together by 
Dortttffl Designs 
hut the deal wus 
put together 
through some 
nifty pulling of 

several 
interested 

strings., not 

least being 2TT 
and the groups 
itself. Tony was 
invited round to 
Ocean to $ee a 
finisher! copy 
for hie approval 
and is now hard 
at It trying to 
become a Heal 
Person — good 
luck Tony,, . 


WALKING THE 
PLANK FOR TWO 
YEARS 

A report from our Specialist in 
Illegal Matters . . . 

Okay me hearties — its official, 
The Queen hasmonica-ed the 
papers and outlawed all you 
naughty pirates. Making illegal 
copies is OUT. A possible two- 
year prison sentence is IN as 
well as unlimited fines. The 
amendments to the Copyright 
Act now dec I a re a computer 
program as copyright iso long 
as it isn't in itself infringing an 
existing copyright! the moment 
it h stored in any form and 
qualifies for for copyright 
protection at the moment of its 
creation within the computer, be 
it novel or program. 

To help co-ordinate a 
campaign against illegal 
copying of programs, FAST 
(Federation Against Software 
Theft}, set up a year ago, has 
hired a former police chief, Bob 
Hay, to co-ordinate information 
received from all over the 
country and heipjjet 
prosecutions against offenders. 

Two years is a long time to 
walk the plank, me hearties . . . 


1 NEW ULTIMATE 
GAME 

Ultimate Play the Game will 
shortly be releasing their third 
game for the Commodore 64, 
Following the success of their 
two prev ecus titles The Staff of 
Kamath and Entombed. Said 
Tim Stamper, Director of 
Ultimate, 'Blackwyche 
continues the adventures of Sir 
Arthur Pendragon in a 
compelling arcade adventure 
game with superb playing 
characteristics, utilising top 
quality animated graphics, 
enchanting tunes and sound 
effects that ensure total player 
satisfaction and involvement 
with this new number one 
software product/ 

Well, the press release said it 
for him, after all you would gel 
pretty tired actually speaking 
like that all the while. 

BLACKWYCHE; A shape in the 
mist 

As related by Sir Arthur 
Pendragon r r . 

Out of dark roiling mists it 
came, a shadowy outline 
drifting slowly through the silent 


waters of the night As it drew 
closer, there formed the ghostly 
shape of a large galleon. 

My eyes beheld a strange 
luminescence surrounding the 
vessel, as though it was being 
dnven towards me by some 
powerful supernatural force. 

My heart began to pound with 
tear as / knew that this could not 
be reef. How could this timeless 
ship have roamed the seas for 
more than fwo centuries? If so, 
what terrible fate could have 
befallen the crew? 

As l gazed in wonder at this 
astounding sight the ship 
sto wly came to a hak c/ose to my 
meagre craft, almost inviting me 
to investigate it's long since 
deserted decks, 

/ drew my craft closer and 


Cf imbed aboard as my curiosity 
began to bum with desire to 
know more of this mysterious 
ship. The presence of some evii 
force became even stronger as f 
wandered down these God 
forsaken decks and / fe/t it's very 
essence Surrounding me tike 
some shadowy veif 
/ began to realise that / was 
being drawn towards a small 
doorway at the ship's stern. 
Going through the door t found 
what appeared to be the 
Captain's quarters and . . . 

. . . and what? Well ! F m afraid 
you'd just have to wait until the 
game's released to find out 
B/ackwvche will retail ai the 
usual Ultimate price of £9.95 on 
cassette and looks well worth 
the wait 
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ANGRY AMAZONS 


Rod Evans of New Generation 
was p retty u pset with our rev i ew 
of the sr Amazon Warrior in issue 
3 r not because the review wasn't 
so hot, hut because it kept 
sneakily implying that the 
rog rammer, Geoff Sumner, 
ad attempted a copy of the US 
Gold: classic, Forbidden Forest 
and because the review 
managed to "smear' New 
Generation at the same time. 

Geoff Sumner himself, a 
quietly spoken Mancunian, was 
also upset that it received an 
Originality rating of only 8%, He 
presumes this was because the 
reviewers were aggrieved that 
anyone should have had the 
temerity to attempt a copy of ff* 
But he considers that even if it 
was to be considered a copy, it 
would only be the second game 
like it, whereas many other 
games are copies of copies and 
have received much higher 
ratings in ZZAPf 
r l had never seen Forbidden 
forest,' Geoff said over the 
phone, 'at least, not that I know 
oh f have seen it since writing 
Amazon Warrior, and it has 
some -quite primitive 
programming techniques in it. 
whereas my programming is 
much better, for distance the 
scrolling, which is very jerky 
block scrolling in Forbidden 


Forest \ in Amazon Warrior the 
scrolling is very smooth, as the 
review pointed out 
The review also said that I set 
out with the intention of 
improving on forbidden Forest , 
which l couldn't do because I 
hadn't seen it before, and 
bes i des which f wou I d n 't want to 
improve on an established 
game. Having seen it now, I can 
see there are similarities like the 
joystick control, but there are 
many differences too. 

Forbidden Forest only has the 
one forest, but in Amazon 
Warrior the re's the f o rest, 
caverns and temples./ 

Geoff is also upset at the 
remarks made about the music. 
'Being a musician t wrote the 
music myselt I studied for four 
years at the Royal Academy of 
Music, so I've no need to copy 
Forbidden Fores f s.' 

Geoff in fact is an expert at the 
piano end does composition, as 
well as earning a living from 
scoring and arranging for the 
BBC among others. He got into 
computing by accident, having 
bought a 64 for his children, but 
they weren't interested in 
programming, so he took it up 
himself. After the review of 
Amazon Warrior in ZZAP!, Geoff 
said he almost gave up in 
despair on his second game. 


which is a 3D arcade/adventure, 
but he has since restarted work 
on it, and expects it to be 
released by New Generat ion 
when it"s finished. He hopes that 
it will receive a kinder review 
from ZZAP!, not so much in the 
sense of giving the game the 
benefit oflhe doubt, but in the 
sense that the previous, 
u n n ecessa ry editoria t 
vindictiveness wilt be absent — 
so do we. 


MAIL ORDER / 

SUBSCRIPTIONS 

QUERIES 

We have been asked by both ihe 
subscriptions and mail order 
departments to request ihai 
anyone writing in with a query 
relating to goods ordered, 
should include their telephone 
numbers if possible, as the staff 
like to try and contact you 
directly if there is any serious 
problem arising. A contact time 
would also be helpful. 


PS — PSS 

From our Exclusive PS 
correspondent, Paul Sumner 

Ever eager to plea$e, PSS have 
decideoto releases compilation 
of some of their older, but 
popular games. The tape, to be 
called "55' (that's 'five, five' not 
fifty five), contains five classic, 
PSS Commodore games and 
live Spectrum ones on the same 
tape (now do you see why it's 
five, five)? 

The tape will be sold at a retail 
price of five quid (well it’s 
act ua I ly g os ng to cost £4. 99, bu 1 1 
thought it sounded rather jolly 
with ail these fives) and on the 
64 side there will be such 
classics as Neodyps ( a personal 
favourite and a fast scrolling. 
Defender style shoobem-up), 
Krystals of long (a sort of 
Pacman stroke arcade 
adventure), Circus (I don't 
remember that one), Metro Biitz 
fl remember that (one of Oil's 
faves) — a fast, furious shoot- 
en>up that takes place over a 
nicely disintegrating futuristic 
city) and Hyper Biker { a very 
popular Decathlon style BMX 
(no, not MSX!) game}. Phewf 
quite a list 

Richard Cockayne, joint MD 
(that$ Managing Director not 
Medical Doctor) of PSS feels that 
the programs contained on the 
tape are all of a very high 
quality' and represent excellent 
value for money' to both 
Commodore and Spectrum 


owners. Couldn't agree more 
with you Richard. 

I won't bother relaying the 
S pectrum side of th ings to y a u 
as you're probably not that 
interested anyway. You are? Oh 
well, in that case . , . 

, . . No, 111 tell you about PSS" 
new wargame instead; 

As a the follow up to the highly 
Successful Theatre Europe (as 
reviewed exclusively in Z7API 2j 
PSS a re relee s i ng the th i r d g a me 
in their Warms ster series, Battfe 
of Britain. Set over one day of 
the long drawn-out aerial battle, 
the game has the same 


successful approach as that of 
their previous titles, complete 
with some smart action screens 
that play more of a role in 
determining the outcome of the 
fight than before. 

You get the chance to take out 
a few Deutcber planes from the 
cockpit of a Spitfire or knock 'em 
out with anti-aircraft guns as 
they attack your airbases, towns 
and cities on the map. 

Batt/e of Britain will be 
available shortly at the usual 
PSS Wargamer Series prices of 
€9.95 on cassette and £12.95 on 
disk. 



German Television was vary interested in THEATRE EUBOPE 
--ind sent a craw round to PSS to record @ program about the 
gamti. The horrifying scenario has rather more Impact on 
West Germans r who see themselves as the 'front line' in any 
Ernst /West confrontation , * , 


THE ELECTRONIC 
ART OF RACING 
DESTRUCTION 


From our demolition 
correspondent, Gazza Penn, 

Ariofasoft are due to release an 
exciting new racing game from 
Electronic Arts, the highly 
acclaimed American software 
house who brought you such 
classics as Sky fox, Archon, 
M.U.LF, and, ahem . . . One On 
One. 

Racing Destruction Set gives 
you the chance to race around 
your own tracks in a vehicle of 
your choice, against either the 
computer or a second player in a 
head to head, ft follows the same 
sort of split screen format as 
Prtstop //except that the view i$ a 
ZcTxxorresque one. The two 
screens sc ro 1 1 w ith th e pi aye rs to 
follow their progress over 
bumps, jumps, ice, mud, 
pavement and torturous bends. 

You can design tracks and 
vehicles or use those ready 
provided — amongst them a 
moon buggy, motorbikes, a 
stock car and other such 
vehicular modes of transport 
(hover mower?]) There's even a 
choice of which gravitational 
field you wish to race under f 
This is whera you can zip around 
your racing circuit with one of a 
multitude of different planet 
gravities such as that of Id, the 
Moon, Mercury, Venus, Earth, 
Mars, Jupiter, Sat ... I won't go 
on as there's loads of 'em. 

Defining your own tracks is a 
doddle and you can make things 
as nasty as you wish with 
devious twists, turns and 
different heights of track and 
types of road surface. You can 
select how many laps you want 
to race over and even which type 
of surface you want in the 
background such as a lunar 
landscape or a mass of abstract, 
op-art style lines 

This is a really excellent 
variation of the race game 
format and one which we J ll be 
reviewing in full next month. 
Hey! Quit drooling on the page! 
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HORROR HOLIDAY 

From Oil r Package Holiday 
Correspondent 

Paul Byrne, Melbourne House 
Wonder Woman, has just 
dashed off a quick note before 
going on holiday. She doesn't 
say where she's going, but \ bet 
it won't be that favourite, fislVn 
chips, bitter- swiping Spanish 
resort Terrormo linos, because 
some kind programmers have 
sent her a brochure on the place 
— and it doesn't look nice at all F 
Which brinqsme onto the new 

8 a me from Melbourne House. 

iddly enough it's named after a 
fish n chips, bitter-swilling 
Spanish resort, Terrormotinos 
and has been written by Peter 
Jones and Trevor Lever, the 
authors of tt&mpstead. The 
game is about all the things that 
can go wrong on an awful 
package holiday to Spain. 

The object is to take the wife 
Beryl and the two kids Doreen 
and Ken for two weeks in 
Terrormolinos, survive various 
hazards such a$ being buried up 
to the neck in sand, being gored 
by a bull, getting heatstroke, 
tussling with a shark and all 
those little things that makes 
Spanish holiday such a genuine 
delight. To prove you survived 
you must take ten snapshots. 
Terrormotinos boasts a new 
technique for transfer ing those 
popular naughty seaside 
postcards to the screen, which 
the programmers, tongues 


itrmlk"!,*-!*- (M-l 1 1 i»'-l I W Tiv 


called Sauci vision. 

Terrormolipos will be 
released on August 20th, price 
£7,95 on cassette only. 
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Aflfvitos hawan 
uninterrupted view 


HE'LL 
CATUI 
HIS DEATH 
iJKf THAT! 


Don't forget to tip 
the potters, 15% is normal, 
but anything up to 1 15% 
mritlba gratefully accepted 


WRONG ROCKY 

Frank 'n Furter'sa bit put down 
with us for wrongly quoting 
CftL's The RockyHorror Show as 
costing £9.95 last issue when it 
should have been £8.95, same 
price in fact as the Spectrum 
version. As this was one of the 

e oints mentioned under its 
alue For Money rating in the 
review, it means we would have 
to up our percentage by several 
points. Please don't send Eddie 
after us . , . 


RIG NALL LOSES 
CHALLENGE! 

Julian Rigrtall today lost his 
Challenge notepad and all Ns 
incoherent scribbling^ with it. 
When asked to comment he 
replied: MGHMMFf 
MNHHJHGG! GFHGFHG! as he 
had a mouthful of food at the 
time. 


REALITY 

Datasoft Europe have 
announced the late summer 
release of the fantasy role- 
playing series Alternate Reality, 
The first in the series (and the 
Only one which must be 
purchased in order to play the 
other six games) is called The 
City. In this game the player 
must learn basic survival skills, 
not only fighting but also howto 
earn money, eat sleep and avoid 
dangers he or she is not able to 
cope with at that time, The 
action takes place in The City, an 
alien location to which the 
player has been abducted. The 
goal is to learn the role 
sufficiently well to eventually 
seek revenge on the alien 
captors and return to Earth. 


Allowing titles are The 
Dungeon, The Arena, The 
Palace , The Wilderness, 
Revelation and Destiny, These 
Datasoft games are released 
through US Gotd at £1 9,95 and 
unfortunately will only be 
available on disk. 


J 
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There are some other Datasoft 
licenced titles up and coming as 
well, which include The Goonies 
based on Spielberg's new film, 
Zorro, Pole Position if and 
Elevator Action, 

Zorro is based on the matinee 
hero created in 191 1, and who 
featured in many great 
American S movies following on 
from the major ones when 
Douglas Fairbanks, Tyrone 
Power and George Hamilton in 
u m played h i m , Th e game is set 
in Los Angeles in the 1 800s and 
begins with the abduction of a 
fair maiden by the evil Sergeant 
Garcia's soldiers. There are 15 
screens of increasing difficulty 
for Zorro to battle and duel 
through at £9.96 for cassette and 
£14.95 for disk 
The Goonies is based on the 
recent film and follows the 
adventures of the kids seen in 
the movie. It's an action/ 
strategy game which uses eight 
Screens of 'elaborate Rube 
Goldberg' type mazes. The 
game involves multiple 
characters who must be co- 
ordinated in their actions to get 


through the pitfalls 
encountered. Prices are the 
same as those for Zorro. 


1541 

ENHANCEMENT 

The Evesham Micro Centre has 
launched a cartridge based 
enhancement program from the 
1541 disk drive. The Qurckdisc 
Pius based on the Qutckcfisc 
package but with improvements 
and the advantages gained from 
being dn a cartridge, Evesham 
Microcentre claim Quickdssc 
Pfus can load/ save and file copy 
up to 5 times faster than normal, 
has a tO second format time and 
can backup disks in 3-5. There 
are other features too. such as 
improved DOS commands and 
it comes complete with a 
centronics user port, All this for 
only f19.95 can't be bad. 
Evesham Micro Centre is at 
Bridge Street, Evesham, 
Worcestershire (0386) 49641, 
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TOURDE 

ACTIVISION 


Good news from our no longer 
despondent correspondent . . . 

Veah ! Beyond are going to go 
ahead with the 64 conversion of 
Doamdark's Revenge, the 
follow-up to the classic strategy 
game Lords of Midnight r after all 
— thanks to you, the ZZAPI 
readers! 

After we eKclusively revealed 
that there wasn't actually going 
to be a version of Doomderk's 
due to initially disappointing 
sates of the 64 version of 
Midnight, Beyond received so 
many phone calls from 
distressed ZZAPf readers that 
they have decided otherwise. 
So, we can now look forward to 
seeing a version nearer the endl 
of the year, Drinks ail round I 
think lads (oops? Sorry Beryl — 
and lasses). On the phone 
yesterday, Mldnght author Mike 
Singleton said he had sent the 
Spectrum code off to the 
programmers working on the 
conversion and it shouldn't take 
too Fong. He can't do the job 
himselfbecause he is still 
putting the finishing touches to 
Quake Minus One (hopefu)ly 
something more concrete on 
1 that one next month ^ 



A sweaty last minute report 
from ouf cvclinf] correspondent 


Puff! Pant? Harumpf! Phew! , , , 
Activision have just released a 
brand new sports simulation 
based Orl the Tour De France 
cycle race. The game is a sort of 
Deeatftfon on a cycle and there 
are 16 etapns (stages) to race in, 
each with their own piece of 
music a s you ride fvery nice). 

You can race the eta pe of your 
choice (tiring) or go the whole 
hog and race i he Grand Circuit 
of all 16 (very firing x 16) with up 
to six players competing against 
each other.. Each of the routes is 
very long and has to be loaded 
up from tape because of this r so 
you can see there's a lot of 
Feng thy waggling required. 
There are two gears at your 
disposal and you may choose 
from a selection of different 
cycles, all with different 
properties of braking, speed and 
gears etc. All text throughout the 
program is in French for 
atmosphere { I ) but at least the 
instructions are in English I 
Certainly looks prom ismg and 
we'll be reviewing it in full next 
month (if our hearts and leggies 
don't give out first, that isH 


PH*Wt 


DOOm DARK'S 
DECISION 



Three ijf fhfl 
finalists tn 
MiRRORSOFTs 
SPITFIRE 40 
Chaffengfl fio ki 
at (he 

Commodore 
Show in Juno, 
tine up for the 
battle, The 
winner was 
JOHN SILKY 
from Anderfe y, 
Spufh London, 
and for his 
starling 
efforts he 
received a fStfl 
disk drive tram 
Michael Fopp 
(haft), a forme* 
curator o f the 
Hattie u t Bril a in 

Museum. 


BT DOWNLOAD 

British Telecom have now got 
two programs to ai?ow 64 users 
to download programs from 
th ei r D i a (soft Corn m un ical ions . 
One of the programs, for users 
with the O EL/ PR ISM comms 
pack, is already available Hing 
0206 G06G to find oui how to 
download these programs via 
your telephone. 


ENGLISH 

COMPILATION 

Having done rather well on the 
Atari, English Software 
Company are releasing two 
com pi Fatten tapes for trie 64, 
called Henry's House and 
Friends, Volumes One end Two, 
Each con ta i ns Henry *s House 
plus three other titles. In volume 
one (released September) there 
is also Jet-Boot J$ck r Stranded 
and Neptune f s Da ug h ter$. 
Volume two (released October) 
also contains Witchswitch, 
Soldier of Fortune and Legend 
of the Knocker-Hole, Both 
packages retail at C9 35 
[cassette) and El 2. 96 (disk). 


The CdfTimodbre 
goes Under- 
ground — and 
it's all 

ARIOLA SOFT'S 
fault. They gave 
STEPHEN 
HlND-FLETCHER 
a brand new 
Commodore 

5X64, the 
self -contained 
computer with 
min* TV screen 
built in , as a 
prixe for 
winning their 
monthly prire 
draw aft*' t 
buying two 
games, 

ARCHONand 
LODE RUNNER 
The trouble is 
that Stephen is a 
Metropolitan 
line tuba-train 
driver on 
London r s 
yndergrouff^ 
and the 

compu ter would 
just about fit 
into his cab .. J 
But computers 
need not fear, 
Stephen already 
puts in 15 hours 
a week 

unwinding with 
computer 
games, so 
rattling 




UNDtff .jRQUHD 

•►ttxw ivwnit 





e 


A 



between 
Watford and 
Aidgate for 
eight hours a 


day comes as 
light relief to the 
redfr#tta/ 
napping aliens. 
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DOES YOUR 64 

NEED SAVING? 


Ibe symptoms, ask how much 
it's going lo cost to fix or arrange 
for an estimate, then find out 
what sort of turnaround the firm 
can offer you. If a company 
usually offers a two-day turn- 
around, that's fine, but it just 
might be that they're snowed 
under with work when you send 
your machine to them, and they 
could be running late. Find out 
before you send your computer 
off, it's less painful than waiting 
for your postman to bring it bacK 
to you and having to phone and 
moan when it’s not arrived 
when you expected it to. 

Rule Four always make sure 
you describe the fault as fully as 
you can in a note which you've 
included with the computer. If 
it's an odd fault, that only occurs 
with particular programs,, first 
check that it s not the program 
that's causing the grief by run- 
ning it on a friend's Commodore 
64. lithe program's OK, but your 
computer can't cope with it, 
send the cassette with your 
note. 

Rufe Five: make sure you've 
found out how much the repair- 
er's going to charge and remem- 
ber to a rr a n g e to pay — either by 
including a cheque, paying on 
invoice or by Access/ 
8 arc lay card. 

Rule Sim: when choosing who 
to send your computer to for 
repair, ring round several firms 
to get an idea of likely costs, an 
indication of their current turn- 
around time, and details of any 
warranty offered on their work. 
Remember it might be worth 
spending an extra couple of 
pounds to send your repair job 
to a local firm. They might be 
that bit more expensive, but If 
there are any problems you can 
always go round and bang on 
their door fairly easily. Some 


companies charge more than 
others, and often will overhaul 
t he who I e co impute r fo r yo u 
rather than just repair a spec- 
ified fa u ft — a sort of 50,000 mile 
service. Generally, you get what 
you pay for. 

So, in conclusion, checkout 
me deals on offer, choose your 
Doctor, pack up your Commo- 
dore 64 carefully and send it by 
Recorded Delivery and you 
shouldn't have too many 
problems. 

We 1 ve printed a list of some 30 
Commodore 64 Doctors hem — 
we've not checked them out as 
to relative cost of repairs, turn- 
around or reputation, but have 
no reason to believe any of them 
are less than honest, up-front 
organisations. 

R we've left anyone off the list, 
or you’ve had a bad deal from a 
firm, please drop us a line 
addressed to Commodore 64 
Doctor, PO Box 10* Ludlow, 
Shropshire, 8VB 1DB and well 
try to incorporate your 
comments in a future update. 


COMPUTER 
REPAIRS IN 
SOUTHEND 

ft ZX Sptamnt frfttLfcn* £19.95 
int ]*im. 

ft C64/VU: 20 icpdirs I'rom 
L 10.00 MIL pNinl 

Most nimiMJlLTS rypireil 
within 4ft tifiiJTv Pkuvi phime 
iir i-.ill in Ut\ mein 1 detail* (optfi 
7 Ji3y\a w tele), 

MINNIE MICRO 
ELECTRONICS, 

12 EASTERN 
ESPLANADE* 

SOi ! HEND ON-SEA 

ESSEX, f 

Tel: 
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What do you do if you develop a dicky SID 
chip? ZZAPI's own flying doctor takes a look 
at some repair firms and offers some advice 
on the symptoms. 


With careful treatment, your 
Commodore 64 should be cap- 
able of providing you with hours 
of fun without breakdown. It is, 
by all accounts, a reliable piece 
of machinery . + . but there's 
always the chance that one day, 
yourtrusty computer will blowa 
chip or two, or suffer a power 
unit meltdown, 

Taking care when plugging 
and unplugging peripherals is 
the most important way of pro- 
longing your mechi networking 
I i fe — ma ke su re the compute r is 
switched off I If you're unfortun- 
ate and faced with a broken 
Commodore, the first worry you 
will no doubt have, is how much 
will it cost to fix? 

From a straw poll of Com- 
modore fixers, rt became clear 
that the 64 is a comparatively 
rel iable computer— which is a 
GOOD THING, because Com- 
modore does tend to charge 
rather a lot for replacement 
chi ps. Th e SI D ch i p, for i n sta nee, 
wrnghs in at some £2300, and 
what with shortages and erratic 
supplies experienced by some 
independent Commodore Doc- 
tors, one or two firms have taken 
to cannibalising brand new 
machines for parts. They find it 
cheaper and simpler to buy the 
complete machine in at trade 

B rice and dismantle it for spares. 

ow long till we have a national 
network of computer scrap- 
yards? 

^ At the moment, a brand new 
C64 comes with a twelve month 
warranty, and if it packs up while 
under guarantee the thing to do 
is: take it back to the shop! If r 
however, your machine snuffs it 
out of warranty, you'll have to 
pay for the repair yourself un- 
less you've bought insurance 
against breakdown. 

Most computer shops have 
access to a firm of computer 
doctors, and you might consider 
taking your poorly Commodore 
to the local shop. If you do, bear 
in mind that the shopkeeper is 
only acting as your agent, and is 
unlikely to fellow up delays and 
sort out problems with quite the 
same verve as you will ! 

Commodore themselves have 
a flat fee fixing service. Send 
your broken 64 off to them with a 
cheq ue for £35 a nd a n ote say ing 
what's wrong and they should 
be able to fix Stand have it back 
to you within 21 days. Vagaries 
of the postal system permitting, 
however — one machine took 
nine months to arrive at their 


Corby HQ! (We'll move onto a 
few golden rules about sending 
off your Pride and Joy for repair 
in a moment.) 

^ Some of the independent 
Commodore Doctors can offer 
you a better deal, either on price 
or turnaround — and if you can 
find someone local you might 
prefer to drop your eomputeroff 
m person. 

Some firms have a standard 
fixing charge fer the 64, while 
others prefer to lot you have a 
quote before starting work — 
and they may wish to quote for 
availability of Hie damaged part 
too? But if you're asked to pay 
more than £35 on a quotation, 
unless you're in a desperate 
rush to get back to joystick- 
bas hEng ( it would make sound 
financial sense to let Commo- 
dore handle the repair them- 
selves . . , word reaches u$ of 
one firm that charges customers 
£42 to repair broken 64s, and 
then sends them off to Corby. 
Sharko, eh? 

Mo re than likely, you'll need 
to post your computer to your 
chosen doctor rather than del- 
iver it by hand, and there are a 
few golden rules to bear in mind 
when you're about to send the 
beloved computer through the 
post: 

Rule Number One has to be, 
pack it carefully — using the 
original box if you still have it 
It's no use cramming it into a 
paper hag, st icfcing on a stamp 
and hoping the Post Office will 
handle your Commodore 64 
with kio gloves. 

Rule Two: afways send the 
package Recorded Delivery — it 
only costs a few extra pennies, 
and it means that someone at 
the other end has to sign for 
your computer before the postie 
hands It over. It's not a bad idea 
to pay fa ran 'advice of delivery' - 
while you are at the po$t office 
counter This means that the 

K astman sends you a card when 
e s got a signature from the 
people you've sent the package 
to. Keep the recorded delivery 
receipt and the acknowledge- 
ment card safe — just In case 
there are problems. Remember, 
your computer's worth quite a 
few quid, and a few extra 
pennies spent on postal services 
can mean there are no argu- 
ments along the 'it must have 
been lost in the poet' or 'it never 
arrived' lines. 

Rule Three: always telephone 
i n a d va nee . Expla in t he feu It a nd 
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Available 

soon 

BBC& Amstrad 


1 believe Match Fishing brings a whole new meaning to computer 
entertainment joining up to 8 players in an atmosphere of friendly rivalry 
and competition. Combining the power of the computer, its memory 


and speed of action with the skill and excitement of Britain's most 
popular outdoor participation sport. Match Fishing is the first of its 
kind in allowing all players to participate at one and the same time 
Computer enthusiasts, games players and fishing addicts alike, I'm 
l sure you will enjoy the excitement 
m as much as I do.' 


Alii gat a Software Ltd 1 Orange Street, Sheffield SI 4DW Tel: (0742) 755796 
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fatten in fit# [/aitrksand - bur tike att gnnd CJirfQttff 
heroes, ystt ing nut is no problem. 


A runiantie Spy stare s itreamify out to Sea, wondering 
whether to take a dip 


A not-so-sneaky look at the long awaited 
follow up to the very popular classic SPY VS 


SPY from our undercover espionage 
correspondent, Gazza 'Sneaky-Boots 1 Penn . . 


ZZAPf could have produced this 
as a full-scale review of the new 
game, because the demo disk 
we received seems remarkably 
complete, and thus gained 
Brownie points for being the 
first in print with an exclusive 
review. Still, it is only a demo 
and, unlike some mags (no 
names), we won't mislead you. 

After the success of the first 
translation of Mad magazine's 
zany secret agent twosome to 
micro, first Star have decided to 
produce another game based 
around further exploits. The 
original game had two spies 
(one black, one white) running 
a rounder foreign embassy in 
search of top secret plans end 
other items (a passport and 
some money) to aid departure 
from the country. The two spies 
could lay traps for each other 
and bash each other senseless 
with clubs — in other words, all 
good clean fun. 

Spy vs Spy tf follows the same 
sort of theme as the original In 
that the two Spies are in search 
of a common element, this time 
a sec ret weapon. This weapon is 
jost somewhere on a large 
island (in another place, another 
time . . . ) and the first spy to 
recover it can escape by sub- 
marine (which can be hidden In 
the same manner as the door to 
the airport in the first game), The 
island has a multitude of trees, 
rocks and pools of quicksand, 
and even has its own volcano! 

The familiar split screen 
display and music have been 
retained as have the graphics of 
the spies, the hand to hand 
fighting and the use of traps. 
This time however, the traps are 
not ready to hand but must be 
created from the materials to be 
found lying about the island — a 
shove] for tunnelling under your 
opponent ( ! |, crabs that can be 
converted into booby traps 
(ouch l) and coco nuts that can he 
fired from trees that have been 
converted into catapults using 
the tools available (amongst 
other things). 

Each spy's screen shows 
where the spy is on the island in 
a similar way that the Embassy 
rooms were shown in the orig- 
inal except that when moving 
from left to right the screen 
scrolls with the spy instead of 
flicking from room to room. It is 


also possible to move 'into' the 
screen through certain exits 
along the way, giving the same 
’depth ' as the Embassy had and 
the screen flicks to the locations 
in front/behind in the same 
manner as before. 

All the humour of the original 
cartoons and game has been 
translated successfuliy and Spy 
vs Spy //is even more enjoyable 
to play than Spy vs Spy. Fighting 
is as rewarding as ever and 
being able to sink in the quick- 
sand and walk under the water 
surrounding the island (in true 
cartoon style) is a great laugh. 
The traps are more awkward to 
use (but more fun) and add to 
the strategy side of the game 
which plays a more important 
role than before. Sounds fun? It 
certainly is and it should prove 
just as popular as its 
predecessor, if not more so, 

Spy vs Spy // — The Island 
Caper will be released later this 
Autumn from Beyond at a price 
of £9, 95 on cassette and £11,95 
on disk. Expects full review in 
the very near future (ie next i$h). 
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SO YOU'VE BLASTED THE ALIENS AND SAVED THE WORLD " 
BUT CAN YOU COPE WITH BLOPPERS, GLOBS AND SPUDNIKS 

AND FACE THE TERRIFYING NIPPLE HE DEATH oil 





Sydney 


Enter cue da ngerous world of the Nur os where you meet hungry companions wapi «, 
vertv, Hooseoy Nurd, Hamfsft Pupkin and Melvin lugdv. Join them In their insatiable 
quest for sustenance, negotiating 50 roam full of deadly obstacles. And beware i slinky 
snakes, Jump eggs, Bug Eyes and Bouncing Baby simard Sails are just some of the foes 
that lurk ready to Diop the unwary! Negotiate these; avoid deadly force walls dodge 
the Blinking Bonkers an d escape 
your encouters with the Nipple of 

Death and the ultimate Feasts 

might lust ce your delight! CASSETTE 

selected U S. cold software Is available from good computer stores ar>d 
selected branches of; 

HQOTS-JOHN MENZtES-WH SMITH - WILDl NCS -WOOLWOk T H 
in case of difficulty contact U S. Cold Ltd., unit 10 , Parkway industrial 
centre, Heneage Street, Birmingham B 7 4 LY. Telephone 021-359 B881 







mam 


vWv: 


astiEIJA' 
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JULIAN RiGNALL and GARY PENN have been 
best, certainly fastest, games on the 64 1 It 

||| designer of the superb Novaload and the 

■ 3D battiezone game! and has the fastest 3D 

you just won't 
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times ft never became a classic 
it was from the word go. 


ne/f 

MtoMf 
itf a etrtl 


14TT4£ 


c&fiAF 6 V r 1 


t I remember when t 
first got this game 
hofn a shop j fa 
Milton Keynes — / 
was awestruck. 
The speed of the 
graphics end the 
game play was and 
indeed i$ t un- 
befitrvebfe. ( couldn't under 


Stand something so good could 
go un noticed — but A did. 
Thirdly a review or a comment in 


7 so good t 
— but A 


the press anywhere. A classic 
shoot-em-up that certainty 
hasn't aged much since its 
release a year or so ago. 
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Presentation 77% 

Three options from novice to 
expert. 


Graphic a 91% 

Megaspeedy graphics that'll 
mate you gasp. 


Sound 43% 

Bip! Bipl Soomf 


Hook ability 3^°^ 

When you see the speed you 
want to play. 


L-astabifey 07% 

Each level takes a lot of beating. 


V;Uue for Money 9 

Below average price for an 
above average game. 


Overall 90% 

Still a brilliant shoot-em-up. 


W hen we $ay that this 
game is a sort of Battle- 
zone don't react with 
shock, be sick and turn the page, 
MO I This is a really superb, fast 
shoot-em-up which has a Battle- 
zone type playing area. Every- 
one must know of the much 
copied arcade game — the vec- 
tor graphic tank game which 
took all day to play because it 
was so slow; the one where the 
battle was fought over an infin- 
itely large playing area littered 
with obstacles and where you 
tackled the tanks one at a time 
and as time progresses the tanks 
get faster, more intelligent etc— 
you do remember it? 


§ Thrs game is a reef 
classic. The sheer 
speed of every- 
thing makes d so 
\difficuh and rewar- 
ding to play. Trav 
m e/ting from level to 
level must be one 
of the most nerve 
rending sequences of a/I time, f 
usually find myself joggling 
about in my seat and going 
'saagh * and Poooo ' as the 


spheres just skim by the craft 
the game itself sounds very 
boring but once you start to play 
it's extremely difficult not get 
totally involved with it, Hove this 
game and ever since I saw A on 
my Atari it has bean one of the 


jj 


w* 




Mr 


|T 


M ft? 


J i 


Okay, this game has a similar 
sort of scenario, with an mfinite 
playing area and obstacles litter- 
ed over the plain. These obst- 
acles can be used to your advan- 
tage and you can use them to 
hide behind or from which to 
ricochet bullets. The main differ- 
ence is in its speed and in the 
graphics. Instead of the original 
vector graphics everything is fil- 
led in and the program moves 
about 100 times faster. 

There are no tanks present in 
Encounter, instead flying sauc- 
ers warp in and move about. 
There are also guided missiles 
which home in at horrendous 
rates and, unless you're moving 
backwards rapidly, find their 
target swiftly and detonate. On 
level one most of the saucers 
just move about and are cannon 
fodder, on higher levels they 
start to shoot back, not just little 
bullets but great big spheres 
that fill the entire screen! Occas^ 
tonally you r 1l get a bleeper — 
saucers that trundle about 


harmlessly until they self 
destruct into a huge wall of 
spheres (very difficult to dodge}. 

Enemies can be seen on the 
radar at the bottom of the 
screen!, which makes it easier to 


If you can ■ m&gwe 
a soitd Battlezone 
■T ^ r played at a realty 
jy).V^ fast speed with a 
w"’ rapid firing tank 
W‘ —jm then you're close to 
visualising this 
game. The 30 
graphics are amaz- 
ingly fast especially on higher 
levels where you can really 
zoom about the screen as you're 
chasing the UFOs. The feeling as 
you travel between levels 
through the warpgates is great, 
one of total panic and exhilar- 
ation f Encounter is # Superb 
gamo and one 1 know the ZZAPi 
team go back to time after time. 
If you haven't got it then go our 
and buy it,, it's ace. 


find a la n k if it r s out of $ig ht or 
behind you. There are also other 
readouts telling you whether a 
tank is harmless or whether it's 
going to shoot or not. 

To finish a level you must 
shoot a varying, specified 
amount of enemies. When ail 
are destroy ad a black, square 
warp gate will emerge. Enter 
this quickly (or else ft dis- 
appears) and you begin your 
journey to the next Ievef. To get 
to the next level safely, dodge all 
the spheres as you travel 
through them. The only trouble 
is that the spheres are massive 
and you feel like you're moving 
at about 1,000 h 000 mph ! ! ! 

As you progress through 
levels the saucers get faster, 
more intelligent and fire like 
Crazy, Also travelling from level 
to Ievef gets faster and more 
hazardous. 

There are no lives bur you do 
have shields. Every time you are 
hit you lose a shield, but you do 
get extra ones for entering a 
higher level. If you die during 
transportation then youil lose a 
shield and go back So the prev- 
ious level and have to shoot 
another number of tanks before 
being allowed to advance again. 
As levels increase $o does scor- 
ing potential so the aim of get 
ring to higher levels is even 
greater. 


ENCOUNTER 


Novagan, tS,P5 coas, £1 1.9S disk, joy&tdck only. 
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and CBM 64 


Accurate \ 

900 screen \ 
scrolling map ol' the 
Royal Si, George s 
Gulf Course, venue for thcN. 

Open Championship 1985. \v 

Can you make par on iliis 
course of Champioas? With strong 
winds anti deep hunkers you'll need all 
ihehclp your caddy can give you. Full 
animal ion and live action hriuu your game to life 


Vi^us IVcss StiftMiirt* l.nL, Lilurtv llmiti* 
Itagem Siri‘i'1. 


[fk'lihuHC 03 — 1,4 M 0666 






Audiogenic 


COMP 




No, you're not reading the wrong sort of 
magazine . . . this is a competition about 
cricket which will result in fifty copies of 1 
new game, GRAHAM GOOCH'S CRICKET 
zooming past the boundary of the ZZAPf 
offices and landing in the laps of lucky 
winners. 
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2) Excluding bonus 
points, how many points 
does a team get for a 
Championship Win? a) 
. L 20; b) 22; c) 24; d) 26? 

hit the 

usually 3) Name the county sides 
by the which play at the 
enough following grounds: i) The 
s story. Oval; H) Old Trafford; iit) 
Trent Bridge; iv) Head- 
te relief ingly; v) Lords 
ameon 

i.,.no 4) What is the Cricketing 
up, no 'Bible' called? 
when 

• forty 5) What are The Ashes? 
ecutive 

Send your entry, on a 
ive put postcard of the backe of a 
ow and whaled (makes a change 
■ which from sealed: envelope, to 
the GG's CRICKET, 

:eter, is PO BOX 10 LUDLOW 
to, and SHROPSHIRE, SYS 1DB to 
fifty arrive by 12th 

* to this September, and you too 
be bad could enjoy painless 
1 the cricket from the comfort 

of your armchair as a 
result of yet another 
differ- sporting competition 
an brought to you by the 
nd an ZZAP! Non-Sweaty Dept. 
Taraa! 


I never did fike cricket So if 
much. When I was made togettc 
to play, I was always put a comp 
away on the boundary tedious 
when our team was hoots < 



THE BIRTH OF A 
PARADROID 


Part Three 


Thursday June 13 

Decide today that the doors on 
the ship didn't look good 
enough. Played about on the 
graphics editor with intent to 
draw the doors in the same style 
as the walls. Had to alter the 
door routines to handle the 
doors differently, and needless 
to say, on the first attempt got it 
wrong. Vertical doors worked as 
intended, but f forgot that horiz- 
ontal doors were done differ- 
ently. Also changed the aiert 
status block to be in the same 
style, 

Friday June 14 

Redesigned the graphics for the 
side elevation to get rid of the 
herring-bone effect. Used the 
same style for the rest of the 
deck plans. It's nice to have a 
style for the whole thing, other- 
wise it starts to look like a hotch- 
potch of all sorts of meaningless 
patterns, rather (ike many plat- 
form games these days! The 
side view plan also required 
alterations to fit the new graph- 
ics, and looks very tasteful 
indeed. Sneakily altered ST'S 
□ory sunset colour scheme to a 
blue decor, much nicer. No taste 
that bloke I 

Designed two new robots to 
look on the robot enquiry 
screen, a dumpy little litter- 
cleaning beastie, and a huge 
sentinel droid, Get past that if 
you can. The system is holding 
up well with the input of more 
words and pictures and has not 
faltered yet. 

I also wanted a nice dark gnd 
dingy grey colour scheme for 
some decks. Used dark and 
middle greys ail over the place, 
and black. Didn't took dark 
enough until I brightened the 
border to yellow, which gives a 
better contrast. The lighter the 
border, the darker the on-screen 
colours appear to be, and vice* 
versa, 

Monday June 17 

Keyed in some new characters 
that I had designed at home 
yesterday for the new consoles, 
again in the same style as every- 
thing else. Also keyed in the data 
for the title screen, with PARA- 
DROID written in giant-sized 
letters. Since this data is only 
required one in a blue moon, I've 
found a nice little cubby-hole in 
the C64 for it, along with some 
seldom required text, Thus my * 
plan to use 68K of the C64's 
memory is realised! I'm using 
the 64K RAM and 4K of I/O 
devices. Had to do some fancy 
RAM bank switching during the 
lane, but it leaves more room 
or important things. 

Also mended one or two little 


?< 







We continue with our everyday story of 
programming folk as ANDREW BRA Y BROOK 
the man who wrote GRIBBLY'S DAY OUT \ 
struggles over the creation of his next game 
for Hewson Consultants called PARADROID. 
Here we are given a priviliged insight into 
what it must be like to cuil from the keys of a 
Commodore 64 the thrills and spills that will 
make a hit game. This month Andrew suffers 
from errant disk drives and missing robots, 
but at least Kenny Everett is looking better. 




r r 


i the bullets to look 

Wh at do 1 want the uavdl ; ng ,n 

like? They , wa nt them 

any dirert» n D° a ' nge coloU r? The 

animated, arr questions is. 

answer to t^sed 


V 


errors that I had noticed and 
after some minor modifications, 
the title screen appears. Looks 
good. 

to and behold, half past four, 
and Commodore strikes again, 
Entire user-defined character set 
disappears from disk. Directory 
says it's still there, 9 blocks long, 
except that there are now 673 
blocks on the disk, 9 more than 
physically possible. Great, 
thanks a lot guys f I really wanted 
to key in the console data again. 
This sort of thing really annoys 
me, Can't anybody write a 
decent, reliable operating 
system? 

Tuesday June 18 

Changed most of the small-scale 
deck plan graphics as they were 


looking rather ugly, still reflect- 
ing the old look of the ship. 
Simplification is the order of the 
day. It's no good being over- 
complicated if you need a mag- 
nifying glass to see whafs 
happening. Now the small plans 
look sleek and modern, much 
better, 

Sat down and scribbled some 
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more routines to run the robots. 
The same routine can also 
handle explosions and bullets, 
except , , , What do I want the 
bullets to look like? They must 
look OK travelling in any direc- 
tion. Do I want them animated, 
and to change colour? The 
answer to these questions is, 
possibly. I’d like the different 
robots to use different weapons. 
From simple shells to electric 
clouds and energy blasts. Thus 
some robots will he very difficult 
to tangle with, spitting doom 
and disaster all over the place, 
Tried to draw some bullets on 
the sprite editor. Some days you 
can sit for hours and not come 
up with a decent graphic. This is 
one of those afternoons. Inspir- 
ation has failed, best to leave it 
for a whiie. 

Wednesday June 19 

Worked out some hvely-looking 
routes fbr patrolling robots to 
zoom about on, and marked 
them on my maps. Then took my 
robot round to all the patrol 
junctions and noted the co-ord- 
inates, Finally keyed the points 


and valid directions from them 
into the assembler. 

Lifted a few more useful rout- 
ines out of Gribbty’s that used to 
run the Meanies and after sev- 
eral adjustments they should be 
capable of running the robots, 
missiles and explosions. Think 
I'll start off with a simple 
demonstration that can just dis 
play some static robots. No 
point in being too ambitious at 
the moment. So many new rout- 
ines and data need to be co- 
ordinated just to introduce one 
new element into the game. HI 
wait until tomorrow before I try 
to assemble all of this. I'm sure 
it'll put up a fight! 

Thursday June 20 

Put in the fast few bits andl 
assemble it all. Fired it up, and 
on attempting to display an 
enemy robot we get ... a blank 
screen. Restore doesn't recover 
it, neither does the reset switch. 
Load it all in again, same thing 
happens. Try cutting out differ- 
ent suspect routines, each time 
it either gives me a blank screen 
ora mess. Spent most of the day 
staring at routines that were 
swiped from Gribbty's and must 
therefore work. Even ST super- 
Sleuth can't find anything wrong 
with them, I can't isolate which 
lump is causing the crash, 1 can't 
even think what sort of error can 
cause this type of crash. 

At about 4.30pm I was dread- 
ing going home, as i get night- 
mares when 1 can't find mistakes 
in my programs. I mentally scan 
all the possibilities and usually 
find ft in the end, at the cost of a 
night's sleep. On skipping 
through an ancient routine that f 
keyed in weeks ago knowing I'd 
need it later, I discovered on 
close inspection a single one 
byte instruction that caused all 
the damage. It’s one of the most 
devastating single instructions 
known to manki nd, the PLA. One 
of them too many and it's good- 
night forever! Feel very, very 
relieved at finding error made 
when copying it across by hand. 

Friday June 21 

Amended the sprite display 
routine and got to grips with the 
collision detect and handle 
routines. These together 
analyse what object is touching 
another, and deal with it accord- 
ingly, Such things as robots 
exploding when shot are hand- 
led by this, Got that wrong as 
well! First time, instead of the 
gunsight causing explosions, I 
had to ram the other robots with 
mine to blow them up. That was 
quite good fun. I think I'll incorp 
orate it into the game. After all, 
the big battle robots would be 
able to just barge past the litter- 
clearing robots. 

Managed to get another PLA 
instruction into the proceedings 
which had a similar effect to 
yesterday s one. Not quite sure 
why it thinks it's necessary to 
blank the screen when it 
crashes, perhaps it's just embar- 
rassment, It doesn't help to diag- 
nose things when you can't see 






qU 'To WankthVscreenvvhcn it 

Sashes- P«h^.'“^, p t o 

^TS ^en you can't see 

an ythinQ* 


anything. 

Monday June 24 

Tidied up the sprites for the 
robots currently in the game. 
Only five so far, Kenny Everett 
now looks 3 bit more I ike a robot. 

The task within the game is 
becoming more concrete now, 
and with the fixing of the sprite 
collision routine, a certain 
amount of game tuning can 
begin. This is the part that many 
programmers don't bother with 
at all, witness the reversing 
witch in Caufc/ran. Rather like 
building a Rolls-Royce, then not 
tuning the engine at all. The 
object of the exercise is sup- 
posed to be to make the game as 

S Payable as possible. Is it easy 
or many people of differing 
abilities to play? Pottered about 
for some time, experimenting 
with speed and acceleration of 
the gunsight. Might have to 
make it slower. 

CEGB caused machine crash 
at lunchtime. Thunderstorm 
caused another crash later in the 
afternoon. 


number of unforseen problems. 

1. Upon meeting, two robots 
instead of bouncing off each 
other, lock together in mortal 
combat. 

2. Robots slowly drift off their 
courses until they are in great 
danger of missing the junctions 
altogether. 

3. The robots are so fast that it 
is nigh on impossible to shoot 
them. 

Of these, the first two are fairly 
easily cored by more careful 
programming. The third prob- 
lem is one of design. If the game 
system doesn't give you a more 
than adequate ability to com- 
plete the task in hand, then 
either the game must be made 
easier, or the weapon more 
powerful. 

Thursday June 27 

Robots are now moving along 
their preset courses. They pause 
at junctions as ifthey are looking 
around, then move off. They 
also wait for die doors to open 
before going through them, 
which is jolly decent of them. 
The whole game is looking more 
complete, rve slowed some of 
the robots down to keep them 
on the patrol routes, and hope- 
fully make them easier to 


PARAOROlO's opening ttfMn, with th» mefaJrc 'rvfief' 
e fifid on tf»B tattering. 


robots as they hurled them- First day working at home as ST 
selves off the screen at break : has gone on holiday for the fort- 

neck speed. Change decks. 'Hi night. Tried to assemble game 
guys,' Vvoom, gone. The ones after making some changes. My 
on deck one however are just sit- disk drive seems to be causing 
ting there, contemplating, but problems. After 20 minutes of 
never moving, 1 can make the assembling with no errors, it 
robots reverse direction if I can didn't produce an output file, 
get in their way before they Feels rather like landing on Mars 
migrate. Occasionally one leaps and finding someone's been 
across the screen, but rather there already. All that effort for 
fast. They take little or no notice nothing. 

ofmy patrol points and as for the Assumed that the disk was 

walls and doors, they are totally worn out. Copied everything I 
ignored, could to another disk and 

reassembled. Finally produce an 
Wednesday June 26 obtput file. Load the code in. 

Discovered the bugs in the with anticipation. *%!$&*! Now 
patrolling routine. Upon correc- the data files such as the char- 
tion i observed several robots acter sets and deck plans won't 
wobbling along the predefined load. Two duff disks? I don't 
courses, shudder as they make think so, Tried loading some 
up their minds at the corners, other disks. Seems to be labour- 
then toddle off in another direc- ing somewhat. Seems to be a 
tion. Followed a couple of them 50/50 chance of loading some- 
all over the deck and observed a thing even slower than normal. 
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of the deck. Had off ideas for new robots- Any- 
:ks of date to cure way, twelve down, twelve to go 
;ed also that one Also designed a small block to 
is marked on the decorate the store rooms, and 
accessing five prepared a lot of changes to the 
i it should access code. 

ive become noc- Tuesday July 9 
at home, With no Gave most of this month's diary 
now work from to the word processor to eat. ft 

seemed to enjoy it. Spent the 
rest of the day (and night) 
arranging the pre-game screens 
into small enough sections to fit 
into the space on the screen . 
Towards the end of the fourth 
page I totted up how much 
memory this would all take. I'd 
allowed about 2K or 2048 let- 
ters!. That really doesn't go very 
far, Realise very soon that l need 
more like 4K. Fortunately the 
space saved by the smaller 
patrol- routes table can be used 
for the title screen, which leaves 
me with 4K under the I/O 
devices, (SID, VfC and the CIA 
twins), for the new text. 

Arranged the text neatly like a 
word processor would, which 
involved a lot of vigorous rub- 
bing out and rewriting. In my 
current character set the small 
'm' and W letters are twice as 
wide as the others, which makes 
robot things more awkward. I suppose 
first that was my own choice. Can't 
usual blame anyone else for that, 
value 

ir, it's Wednesday July 10 

icert- Keyed the new text into my 
joing Basie ASCII to AB codes conver- 

alf at ter, and after 3K of instructions 


A dost i up of one of the docks 


gobbde-de-gook roll off the prod- 
uction line and are then keyed in. 
Found one or two stray robots 
upon touring around, and found 
the errors that caused them to 
end up leaning drunkenly 
against a wall. 

Still can't think of a way of 


A sc f ■ > niaf r c sftti view of the space ship showing each deck 
and the lift shafts. 


Worts not Kenny Everett, nor is it Stave Turner's holiday 
postcard— thts smiling, rehtrtd fee a is that of none other 
than Andrew Br* ybrook having iu jf recovered a niece of 
missing code. 

Time; 2.00am, After much 
chopping and changing, I've 
now got a workable program. 

The power flowing along the 
fines j$ now animated for the 
first time and works as hoped, i 
can now play the game roughly 


where are all the lowly robots? 
Every robot so fat has been a 
nasty security droid. Unfortun- 
ately since the other robots 
damage each other, the fittfe 
robots get duffed up by the 
bigger ones before f can get to 
them! 

Finally finish hacking at 
7,30am. Watch a bit of Breakfast 
TV whilst wafting for the pro- 
gram to assemble, ft's much 
more comfortable program- 
ming in the cool of the night. 


as it wffl be. Since ft's deliber- 
ately difficult for a lowly servant 
droid to transfer to a great big 
hairy battle droid, the initial 
transfer is difficult. This is 
because you start off as the low- 
est of the low. First problem, 






“These days, my favourite 

tilings are in bits...” 


WITCH’S CAULDRON 

Hilar rous Graphic adventure in which you 
musi regain your hurn^n form. 

"General, ratings An excellent and original 
adventure. Overall value: 1Q/W - Crash 


4SK SPECTRUM & COMMODORE 64 
£9,95 


EVERYONE'S A WALLY 

1st ever multi role Arcade adveniure. Help 
Wa I3y and his gang to stop the I own falling 
apart. 

"Tru? graphics are excellent - GRAPHICS 10 
■ PLAYABILITY ]0 IK - Computer & 1/jdlen 
Gomes. 

4SK SPECTRUM, COMMODORE 64 & 
AMSTRAD CPC 464 
0.95 


HERBERTS DUMM Y HUN 

Baby Herbert has lost his mum and dad in 
the department store. Can you find them 
for hi m? There's a pile erf jelly babies in it if 
you can. 

"General rating: more erf the &ame excellent 
Stuft'\ Overall rating: 90% - Crash. 

4SK SPECTRUM £ COMMODORE 64 
£995 


Future Releases, include: GLADIATOR, SHADOW OF THE UNICORN and BATTLE OF THE PLANETS. Wafch Preis for details. 


mn 


44 The Broadway 
Bracknell, Berks. 
0344 427317 



■- 
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KAYAK 

Cmtive Bparitn (Sparklam), £E.5Q bosh, joystick only, 



T here have been many 
variations on the 3D racing 
theme since the release of 
Pole Position in the arcades a 
couple ofyearsagoand Creative 
Sparks have obviously decided 
it s about time they had some- 
thing to offer in the form of 
Kayak, 

As the title suggests, this is a 
water based 3D racing game 
that puts you in the driving seat 
of a kayak (a form of canoe). 
Insteed of battling your way 
around the harsh surface of a 
race track avoiding cars etc r 
Kayak has you bobbing down 
the length of a not -so- serene 
river, weaving in and out of 
markers. No waggling or actual 
paddling needed here r though, 
as your kayak seems to be 
equipped with some form of 
outboard motor — pushing for- 
ward on the joystick gives you 
an increase in forward speed 
and pulling back slows you 
down, Turnmg the canoe .5 also 
made simple asyou only need to 
push left and right to move in the 
respective directions. 

The _ first course (sounds 
rather like a menu than a game) 
presents you with some tricky- 
to-negotiate 'gates' which must 
be passed through correctly $0 
as not to incur any time pen- 
alties. So long as you keep the 
white flag to your left as you 
pass through a gate then it will 
have been cleared successfully 
and a little black square appears 
at the top of the screen to let you 
know you have done so. If you 
clip a flag while passing through 


a gate then a white square 
appears. Missing a gate adds a 
time penalty to your final time 
and no little square appears 
(shame). 

Small currents (not of the l ittle 
black variety!} appear along the 
course and throw you off direc- 
tion should you run into one., 
These currents usuaNy appear 
right in front of a gate to make 






life awkward and generally foul 
things up for you. The time you 
are taking to complete the 
course is shown in the top right 
of the screen and at the end your 
final time and any penalties 
incurred along the way are 
given. You then move on to a 
tougher course — the fish 
course perhaps? 










Lt: 


4' . 


hOPS 


\M\mr ,u i x 



7/fcS is a novel if 
somewhat slow 
Pole Position, 
which rakes place 
on the water rather 
than the track. 
Graphically ifs 
excellent it rather 
stow and the game 
allows you { 0 actually turn right 
round and head op the riven 
There's plenty of challenge for 
any budding white water 
champion and the courses are 
ail pretty difficult arid challeng 
ing — some of the rapids make 
precise control of the kayak 
highly difficult / quite enjoyed 
play mg this and it certainly 
makes a change from the usual 
Speedy race games, Although 
we'ye given pretty low overall 
ratings f can see this being really 
popular game with the canoeing 
fanatics. 


Standard instructions and a few 
options. 

|Qraphics 

Good 3D effect and background 
detail. 

Sound 

Spfi$hy splashy noises and a bit 
o music. 

Hook ability 70% 

Splishy splashy fun in trying to 
beat the courses. 

LaatHbility 64% 

Little variation in the 24 courses 
but some playability. 

Value For Money 7B% 

Sensibly priced. 

Overall G1% 

A simplified, but fun, Pole 
Position variant. 
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Atlantis ( 7&ld, £2.99 Bass 


Ihs i\hte WKnidium fused* bemused and genemlh t/i'igntntled . ( . (her the 
last Jew months tim am futures mi t ft e Girwnodtur tU fiarr heame few and fat 
hrtu 'em. This teemth tn itself has seen <j record all- time tm ii in adientme 
'•of hi-fi ft releases . Of tht two mb ruinm / received J m new mg (can vmt believe 
mal clair raider — 773 O! j, t*m\ u sapposedfy humourous tdh'cntnre caked 
Napoleon's Sandwirhrx / dutn 7 find $a fmry? m it umidmt fret? load* f 
i t nd (ill m y best spelt i witf the Ihmg jlitf ref used to even make a murmur, Not 
i lirprisiMg iftffii , because u /mi t gw? upon tnagn and tried seiime f I phi ml it 
tftrMgh mgmmophmtj t tfhsmfred the tape to hr a hiftnk r It j enough hairs; 
mr hi rut f't* ;hi entire stmi, of ffii trine u'iiftt in ant fell wmfa (ah f The 

PipMm! ' ■ 

_ - fm non run run absent m opinions tin the remaining adventure. 

\ rfnof i Lair ami nit III the tidrenttiff draught u f urn, ^unething sputa! in the 
LiVY of help. Can it really be that softu tire houses think of fit on net i m 
an intelligent alien blasters itnh'? 

/ he iifhei problem l am expedient mg i . a fatal hitk uj reaite f "i sertplure being 
UJ tf l ,lf{ - "Three 1 re t net red, 7 HRhl'. II hat is happening . 1 Air and advent - 
uten breaming n rapidly dung breed fare the w/tn are house* cunect?) m is 
flfliWv Retting itod with any thing, utimbere, mmorc? Next math thing, i 
;ait hoprjiilh impmiw dranmtknUy, In /ml I kmv flier will m hop* fa relay 
an expnieueei with Level 9's Red Muon whirl* amted a touch fm fate in 
unhide this issue. Ifytmphf 


rijTjL I Ir?it * m > rxper- 
'^fey 51 icnccs with the 

f 0| dy newftsh} 

jiT J please I mu Id tay 
jny wiasrsifed 

actually in its 
i ^mind f r t ncn r- 

n;iiian. having been written neons 
Ago lor the ^peetnim J,i) the uell 
kruiwn adventtirer Di-rrt Brevi^ef 
j^t mere morlal who undertakes tu 
mstriu i Sfjeelmm hfviihts in the 
JtXVS dfadycfltutirt^ lil CRASH inai^- 
H> all aceosmts. it should 
have seen 1 1 ii- li^ht of the 64 arame 
iii'nr ago, bur some problems in 
releasing it sn-m to have oteurred 
a km g the line. As .i result, the pru^ 
mmniiiig techniques ul r dais text- 
s>iaJ^tfame are slighdy da led, 

UliiJe my old a ltd trusty il'ZS 
wliirrfdcHi into die night fit: takes an 
it^e in. an age to ht^dl I browned 
di rough the insmndons. Hminm, 
Hounds like my e^iI doppleganger, 
the lil;u-k Vl'izLinrt, is n limit anil trn- 
iiinh almtit ineause a stir. 

Hie jllntv ermturt’s gone mi;< 
hiding in die CohJin Labvxinth ihl ! 


ling its diftcovctTr Ixxume a inir 
demon U|ion ran it wielding huge 


Mi Mint Rlk and Ilh stumbled i4|x>n 
llie lomb prOmk*]. 1’liis is wrineii 
ill many ul'nn ant ieui books as Irl- 


V\ ith this problem: afbot t berets 
no i any tinu^ even to raise an army 
to rcarh him belbre lie realises the 
powers under liisioul n-rtse so it's up 
lr singfe, bmveriadvt-niurrr to pen* 
cerate bis domain ajid destroy him. 

Alter seeing this challenge mm 
could I reltwr. Evrn the prosper! iji 
eim>i in tr ring the n il creatures in 
his rnipluymctii and tin- traps I 
kno^ he ran conjure, my heart was 
strong as t pites^d wha! seenud to 
I K 1 ei pmm is ing ad veil t u re. 

L?pon starting you are asked 
whether vou would like to take ihe 
rohr ol a U izard, Warrior or Priest. 
Keu Ii rharaetcr has dilTerent powers 
allowing him n greater advantage in 
cerium filiations tlum the othe^ 

I hr Warrior ran take a lot more 
punish mm! and fighi with much 

more success {lirmrnmpbfL ilie* 
Pnes t has three sorts of special 
divine powers (bald) and the Wiii- 
a rt I . by !□ r t he h es l, has t h rtT soils of 
pcmriiuJ spells under hia continl 
|ahuE r J fir \\ ifi.trd s and (Vies! i 
powers can only be used sparingly, 
cveti (ime a power Is used a certain 
ami innt h ktun ked oil'a spel! powers 
totjri and uhrsi tliis reaches zero 
vmi'fr in irouhlr. 


'I he ad ven mre itself h nil a tvpii- 
a I J > c lassii 1 by ri u 1 1 i/J ) u n getms 
and Dragons style, all the aelicm 
Caking place withm eavt^ and 
taverns. Most of the loeutk>ns arc 
east/ west or norlli/soulh passages 
with ea vents tinning off each one lii 
die Ibrrn of antechambers or cross 
passages,, thus making carlugmph) 
thin much more simple. 

'Che Black Wizard is reknnwned 
lor his devious undcrhaiudedness 
bill I'd never thought he’d sink so 
low as to use Einiinij vocabulary to 
lr\ to thwart my ailcEiipis, The act- 
ual words that the adventure uses 
arc mostly standard and this tifvc 
understands all the basic com- 
mands — it jus E Lakes a little time to 
hud ihe vuirtjs ii ariuafjy uses. Fur 
example it doesn't understand 
LOOK but it docs EXAMINE 
MOVE and LIFT don't seem iu 
exist but some mqrr obscure ones 
do, like BURN Ibr exarnpli 11 . The 
one thing that did get righl up niy 
cloak was the fact that [ pit kedupa 
tind^rbox at the very beginning of 
the ad venture. Any refer etieTS to it 
ircim thereon were given the rrplv 
PARDON? This does tend tn 
annoy slightly k hut diesr language 
quibbles aside the mabulary isn't 
roo had once you can think at ds 
level. 


The problems involved in ihr 
game ifklf are quite uld. &rmlikr 
and drrn’i rnr|ujrc n>o much 
rlir>uix|iE, l uring rather uhviouH ome 
ycHiVc seen the problem and its 
answer, all i tough prrltaps an KJl <ir 
Hobbil miglit liitd much satisl.it- 
iinn and ciyoymcni bi solving them. 

for the small priE^c \ suppw ii 
coEild be called reasonable value tiw 
nuiney , aldiuugh the m ol Quillt-d 
ode rings al 1 hr same price nia kv ir 
l his doublluL One that I could rec- 
ommend Ibr i hr budding Wizard 
rather Eltau a seasoned and vct\ 

wise one* such as mvsdf. 

■ 

Atmosphere 60% 

Interaction 31% 

Lasting I nterest HI % 

Value For Money 57% 

Overall^^ 52% 
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nuggfi abovr ground a hit caster Ebr 
you! 

Once you have disposed of ihr 
snake< yet more locations ami irens- 
urcs will unfold. The silv er bars are 
easily gained as is a giasit dam* 
damped tightly slim and housing a 
Barge valuable part within, Galling 
the pearl a tricb problem,' 3 think 
not once you I ind a lew mure rrust\ 
treasures to help. Past the mvster- 
n i-NS rock marked Y2 there is a figure 
waving horn over the £?cher sidle of a 
50 foot chasm. Who Ls this figure 
aivd whj is he there? Reflect upon 
the problem, it 's as dear jk glass. 

Tliitough a small hole in a dusty 
mom ana down, down into ever in- 
creasing d Linger, What ]»■* aixwe 
the Fviopti rfjom? Green fingers 
help along with a drop of suitable 
liquid to make the stem rise 10 the 
oeeaaificn and shnw you whin's up! 
At one point you will come across a 
gri ert> l ’n 1 1 1 w hr ? wl > n ' t lot \ c ju t i «r i ie 
across his. bridge unless you give 
him something va limbic. There's 
only one treasure that you can give 
him and retrieve at a later point in 
lime (FEE FIE FO FUMJ! How- 
ever, once you have crossed the 
bridge and explored the other side, 
you will siill have to come back the 
olher way. encountering the Troll 
for a second time. Suffice ii m say 
that the key to passing the I’mll on 
this occasion lies in the fact dun you 
musi have picked up somviKing 
whilst you were on the other side, 
something that will be accepted 
wit ho to diminishing your treasurer 

When reluming the Ming vase to 
the house remiTriber how valuable 
a nd £ rag i |e i htac so rt of tlh i ngs are — 
it might he in your interest to pui 
something soft down to cushion the 
vase’s fall 


treasure chest deep within a M,\/K 

of twisty Little pass* 

AGES ALL ALIKE (Ha! I hi ti! 
Because you can’t finish tike advent* 
ure without iicajmnliiting aLJ uJ ihr 
treasures it ts necessary to firstly 
find ilic maze and second k locale 
ilir l teas urc chest within! If you 
should sucecsslully locate the ehr*st 
then you will rm longer get bothered 
b> ei 1 3 ic r Pi ra t c or dw arl! 

UnJortii natch there are two 
mazes lurking in the caves and both 
musi be entered and solved in ordei 
to complete the game. As previously 
mentioned one contains t 


ItC S 

dtcsl, the other in lin t hides a vend- 
irig machine deep inside. This 
machine dispenses firtsh batiehcs 
lor vour ever fading light sourer in 
c %t I lit ngc tor die i a re < ‘i hi i is ( U a 1 1 k I a i 
l he bottom of the dark well inside 
the smalt brick building at ihr 
start). The 1 solutions ' to both of 
these rmtzcs are very simple in ice 
you know them but essential]} ihr 
maw should be mapped (and be- 
lieve me. the White Wizard has 
Ir'cji caught in some mazes in his 
time, and ihaf s it long time to have 
been faugh i in ruM')! 


I he build i tig houses the essential 
ingredient to be {bund in ail good 
adventures 


a lamp! Food. water 
and theexer faithful bunch of keys 
are also present within the walls of 
l he house, w hi eh serves nut only as a 
haven for all treasures recovered hut 
as a transport a £ to the caves them- 
Selves! Unlike other impJcment- 
atfons, in the Level 9 one ihr Irujd is 
to he found by a picnic spot in the 
woods complete with a humourous 
sign that should hr olxypd at nil 
times! 

F ii ft her into the gully, out past 
the woodland and hills. Is a jiulished 
marble spin: of little use other than 
to interest: and cunlusc. An active 
volcano spouts just behind the 
house and a locked grating [areo'i 
you glad you picked up those ktws?) 
set into flic ground in the hep lbs of 
gull y is the entrance to the caves! 
Now you have located the actual 
caves it’s time to wander around 
(with the aid rif yuur lamp) collect- 
ing treasures. Things arc nm so 
simple mv friends for as those nfyou 
who have previous Ev dared hj brave 
this journey will well know, I'licrcr 
are mans problems and ohst aides to 
overcome before you can Iwrgin to 
Hit tm your wealth. Not only do you 
have this multitude of iraumaa to 
lace bin you must contend with 
knife m larks from a nasty link 
dwarl with a greasy hat die t and 
even a treasure thieving Pirate! 

A dark, low hands and knees 
crawl leads to the discovery of some 
interesting etchings on the wall, a 
rusty rod fwaitd) a rad an old wicker 
bird cage. Further into the cave vau 
will £md an elusive bird dial you 
cannot catch, It's scared of some- 
thing you might lie carry ing so ger 
rid of i ll 

Two sets, ol Atone sieps lead dow n 
into the Halt of the Mountain King 
llijt is inhabited by an extremely 
large snake, blocking further prog- 
ress. This is a good time to show 
}uur love £ba’ cjur p>ir old leathered 
friend who objects to being cooped 
up near such loath some reptiles [in 
wme versions eg Ctcssic Aatmturt ii 
is w j sr L m show your musical trait 
hHbre your humanitarian one). 
Iliis should make getting that hulks 


PLUGH1 

Reluming treasun^ tn ihc starting 
pniut would i>e along and 
tusk il it weren't tr»r & lew magi'" 
words, PLUGH ami XYZZY. twu 
of the most well read words 
throughout the whole nl the C iutn- 
plete Nlxtoiti at icer’s DiiiiniiLiry 
and indeed many other peoples. 
I insure- is in lact a third helpful woi <E 
but the White Wizard doesn L t Iccl 
lie should cntnist you with it:? 
power. The mere mention of these 
words helps transport you to and Irn 
aboil! thr cavta .tnd cuts down >m 
uiwce^sary travelling around. 


In- 4 tl « ' \ V||i^ 

to: i adventure — 
Coiofsai G&tmf 
('M'trn/ite. lf>r this month only, J 
si ud I give you ihr cum piece guide 
I but not the ccHiLnleLe solution, as 
die White Wizard is not ho foolish ) 
in this classic adventure . „ . 

I hcrc are many versions of this 
masterpiece in be (bund aver many 
machines. On she Gommodurr 
aim ie there are three widch avaib 
able implementations that the 
White Wizard krmw^ of: L.evel 9's 
('ntwsai Atbtftititf. which is perhaps 
the best version to date. Melbourne 
llimseA Class if Adi mini* , tfie close 
CiMitendrr lijr second pkirc and 
fi tially there is Du l - k i >rt 1 1 ' s Gtfossai 
A tfrrtilinr. All three i crsions lol - 
km the original Maiulnime adven- 
ture quite closely* hut LrtrHFs has 
an additbnaJ ending u>make things 
that much more interesting . , . 


TREASURES 

Mere is a complete list o! all die 
rreasurrs that y ou need to return, in 
rtu particular order. The White 
W bard I eels this dcjtstf t allevc the 
game Uxj strongly as she real chal- 
lenge in in finding and recovering 
the treasures, not merely knowitig 
what they arc. 

The Rare Coins 
The Silver 8ar> 

The Gold N u gget 
The Diamond 
The Glistening Pearl 
I he Velvet rillrjw and Ming 
Vase 

The Golden Egg* 

't he Rare Spices 
I he Golden Chain 
The Emerald 
1 he Persian Rug 
The Pirate A Treasure Chest 
The Precious Jewelry 
The Jewel En c m steef F rident 
ThcFEatinum Pyramid 


DW ARF ATTACK 

T he kniJe throwing dwad J mention- 
ed earlier is easily disposed ol 
( temporarily at least) by returning 
bis Etxc in the selfsame manner he 
gave il co you! Should you delay too 
long in killing the dwarf he will 
fveniuailv kill you wiili a well 
aimed knaEi: throw. 


YOU ARE OUTSIDE A SMA« 
BRICK BUILDING.,. 

Your quest to recover the Hi fereas- 
tircs Irom deep within the caves and 
sortounding area, ficgins outside a 
small brick building in the deep 
gully that is ho him i liar Ui meat. Far 
In'iicall] ilu 1 gully there exist a a 
scries ol* colo^sat laws iti which 
somr intrepid explorers have found 
Lin ec ai sd tun li tie, vvh i l si ui lie rs 

i h i h > . , 


AMAZIN' PJ RATE PROBLEMS 

The Pirate has the rather disturbing 
habit til swiping all of the treasures 
you've just spent hours and hnurs 
collet: t j ng' and hiding them in his 
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RESCUE ON 
FRACTALUS! 

Activision's 1 st release 
from Lucasfilm Games 

Hear what Jeff Mincer says: 

"One of my oil-time favourites , 
Stunning, soiid 3-0 visuals. The most 
amazing impression of flight through 
mountainous terrain. 

Look out for this one. I think its ace? 

Z2AP64 


LUCASFILM GAMES 

Rescue on Fractals! 


€ 9.99 

I flaMGud □nFr*tmuH l ift A 
I Lrad» martt a 1 Luca|him Oamsa 


-t - r ifT^l 


Available now on C64 Cassette ana P < S k H end AHC Cassatts Disk. Actmsion UK Ud, 15 HarHey House, Msrylebone Road, London NW1. Teh 01 '935 1426 

f"ro r T. selected branches of Boots, WH Smith* John Menziw, Lasky's, Spectrum, Runnbeiows, Wool worth and good connputi&r software stores -everywhere 





Hnv is. i list rif|jr(h[)|<< m aid UHiin your 'jurats should problems- artsr. " I hi*M* 
^ L ^ 1 ' '} 1 ►tiMiritl ki lid roivL.n (s \ ohmtm' to hdp adventurers plagued h\ gnie*. 

IP » H I 1 1 * ¥ 1 1 1 -■ L 4.1 Ills. 1 1 | Jh Ilk | | h"L|«i | U* . 

fl tnu would like lovonutri ihrsi* solvers \ht further inJur maiic in 
1 lijL'i i mi mi t It mi si 1 1 id along tui SAK With yiiur letter,, their gencrosin [$ 
unv.M lull Hmsl ilirm in git r up i heir gold 4 * Wi ll ;is I heir time is until he r 
MtiftlUT* 

1 1 yo«u fix*! ctm&fall rr iinigli mj join e 1 n- Hilr ranks and nan spare t h<" lime 
dim \\h\ no) dmpmeu line w iiii a h*L of jlLiJ'rlie gameK rail oiler hete 
w it It. icit " r 

CLEVER CONTACTS, 

The While Wizard*! dungeon* 

Ft) Box 10, 

Ludlow, 

Shropshire SYS l DR 

^ ^ 1 1 1 1 fiflp is gi calk upproia let I . , I here tire muuv pcnpEroul in ihr f>j yr . 
u ™‘ wl * r W *huh bmimkig more and more deim-metf over the problems 
um mat have solvt'd wilhnikel 

[W )X‘ I ibnrt-L iJ you ,isk for hi' Ip an S.\K is VITAL] 

HELP OFFERED 

A I; 1 mas tiy he lie C Ihdimhird Uisrd group ^nu me a Inter in bst month. 

Jin 1 u 1 s-l' 1 1 1 1 tu* [umioil esinsrd hi [he laadloivolfiersmninymgiheeniuentJinl 
in> \vrll lilt lushed eavern Ehim Yetml* 1 ht-tr address w« not published, 

■ F w hl'oglrs mj 1 1 in ids nnci 1 wish vrm writ as you rani im if \mir excellent 
Hork in aiding in milled urungers. 

I tu 1 1 lose si ink on ANA lest leased adventure. thf Ad^iiturriineadvETH 
1 Ljrn'-S w hi hr ,ihlr l r i- lie Ip \ on. S[‘iirl vour SAE and problems |r>: 

adventureline, 

l /hi R t iurretl, 

. J- A litiiw fier Way. 
t ■hi'Jni^liiixl* 

KssyN* 

1 x 112 13-4421 mb. 

Ouise nf.Mermvid. Hemes ol Karn. Empire or Karin Erik the Viking, 
SlieihH-k B Cirnnliiw. F^idimuer* Hhrit Hikers Guide. Castle olTrrrar and 
mam nmrr . . . 

liPiiA Treadwell, 41 Frmhill Rri, Brghroke. Oxford. OX, A JRR 

t el (IJIH57.1 j irf,7n 

Heroes or Kam. Empire of Ram, Zim Sala Aim, Ring of Power, 
Eureka! (Romany Valhalla, 

l nlin hxmvmcm 1 . 19 Ruins Gardens Toitum Southampton; 504 STA* 

I d (llTlKij H7tHEi0 aiier 3,-fW) pm 

Spiderman 1 Hulk, \ oodonLaM le. Pirate Ad vent ure fc Miision ImpoKs* 
ihlt, Adventure land, The Count. Quest for Hie Holy Grail, Hobbit, 
Classic Adventure. Ten l ittle Indians 

S W illiiinm, 42 Honil^arii £ Ikiar. Horsham* Sussra, RH 14 5XP, 

Any Level 9 adventure, Herin^ of Karn, Hobbit, Valkyrie 17, WitehNi 
Cauldron, Urban Upstart, Golden Raton, Arrow of Death land II + 

Circus, Wa^ works, KetTritoev, Zorks ] and [I, 

Deadline. 

Nik al k I iii id. HI Knidjil Rcmd. Hiltsboroti^h. Sheffield. iS(> HjH 

Colossal Adventure, Dungeon Adventure, Lords of Time, Snowball, 
Hobbit, 

IHiili|i t:haii. 7 RudnnnidCW. t antrrbun . Kent. CM 2 7RP. 

I i'l {l>£271 4,13*1 1 1 Ih'Iuccii li.dflaridfi.flO pm unly. 
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The Hu Ik-Spiderman .Gremlins. The So rcerer of CJavmoriruv Castle, 
N uclear War Games. Empire of Karn, Heroes of Kara, Twin Kingdom 
V alley , Crystals of Carus t Witch’s Cauldron, M^ iiterv of Munroe 
Manor, A«ec Tomb, The Searc h for King Solomon V Mines and M 
Channel 8 adventurer 

\h G Miirhdf (i3 RumjiUm Si, Havh\ Rond. York 704 7IM 
1 H 274H9 k'UVWi KL(H] am and 1 .110 pm at l j\ 1 pm and HA% \ pan 

Ad ventureland . T omb of Xelopa, Fools Gold, Escape from Pulsar 7, 
leu I .ittle Indians, Time Machine. Perseus, and Andromeda, 

I taxability Experiment, The CkiJdtn Baton and Waxworks. 

Mis Si ir Bed clow c*s. Ml M;u Fait C llose. Birmiiu;haiu \ Q|H. 

The Hulk, Catacombs, Eureka, Forest of Doom, Pyramid of Doom, 

! leroes_gf Karn, Empire of Karn, Quest of Merra vid, Aztec Tomb, 
King of Power, T win Kingdom Valley, Castle oF Terns and Merry 
Christmas (Ho! Ho! Hn!> 1 

Simon Gaum, 52 Ashburton Gloiu-. \dwii k Lr Si reel. Nr Iknii asm- DNli 

d/fiL 

I d FO^nj) 72<i!U7 alter (i.lKJ pm hiyk day sand any linn- iverkcndi 

Pirate Adventure, Secret Mission, Voodoo Castle, The Count, Strange 

Odyssey, Mystery Fun Ll ~-- — " — — 

Island (parts 1 and 2), f 
Hulk, Laslle uFTerror, 

Emerald Isle, 

K I.ccs. 25 Whim biter Pljnr. Xehtois AydlAbCb DurJiam Di,. r j 71 >R 



I thank Mike Catting {uni thrtTiikilcr) nllVesidr Imp lik liilmstim' rubilr 
liHH-ol the very [rn I have received r?r Luc*, as I previously meiiiiom d} til 
praise llhanli ytni), vritii'isms {always appreciated} and t!ps. 

M ikr i mri,n um 3 1 ud tni ihf sl/v c f! rr?\ niltcr SMlI art lioai in ihi^ 

ilialik i^ fat (on thin, Hi is is due in the Ikn thai ir\i aih L'umrrk 
ij l t hr i i I ,m; I lard lf j i t vn m ■ b\ t hc« da > s a i id I m.h rn n h it w, lc> tU i wi l h t he I ll n 
i has (hr U Jmr \\ izarrl is getting puss U cirdriuki mn mut h Pinisfmrt '56 m 
;it s il.iIK Ik^ -Mi tfi play i he iFiininl 

Ht' also sugRrsti'd that m-adrrg spud in an\- imuiual tTjmmuipds ut aruEms 
lhaL tlu'^ h;ivr (nudd during plav and gave schtk f^timplrn [hai ht: has 
[ wmTivd whilst playing ihal cxiTllrnt Inlunim rlassK, Zftrk, Trv rntcrow 
Uiv Idluwuig tuTnmands lor sfhiu- httmnumuB n-sp<kEisE L s; 

HELLO GRUE 
ZORK 
SCREAM 
JUMP 

EAT LAMP (nr jny-irtlwr^bfpfta fcir that matter] 

FEEL nr SMELL ME (vnur^L-llj 
KILL ME I ynursrlD 
HELLO (repeat } 

anci finsilk trx repealed h tnm-riiigsnniHbrtnnJ rather vrttdrrxplctivt’s (nnt 
iriiu the W njtr \\ i^ard i utidrj'tu , s this ui\ t nhalk)! 

1 htTe are an Stian^ ill Ztuk t [and in all other hslrjvnm adwntyrrs 

iar dial mailer) in And nut lhalyuu mn spend hours fu si tvuing in poiiu]«s 
and til wurr uiirds and having a lot oFTuuin thv process, Oiiitnrtir Mikr. m 
ilu 1 \\ liitr \\ izard lias Ibund out over a TmiliiuidrfjJ'siniiiar lengthy srv.NicHis, 

4 

Herr art* a sHn linn ofsomr or Mike’s tips, Greatly appreciated link our. 

RING OF POWER 

Search the lower jevcia vipry carefully and don't ibrgci any ubjiTtx. 

... ^ ,iU J 1 the lift aitrnidarl to escape the lower level. thmuOi iarl 
1 1 ) uiiiL a phrase 'Thai' 1 1 do nii-cK . sir! ' 

'1110 boat unscawunhy ? The answer to this problem is u real nirker— 
fXjps! 3 ih i uk t ha t was a plug! 

AZTEC TOM B I 

Stuck at tht-cllll'in your boat^Takf adip with suitable aulm and do whui 
(should] corrir nitUiralh , 

J hr kr\ [«i your i^ui] ism broil a hi'ad — hut run '.ours, 

ZORK I 

< !s i;tl get t hr Gold CoiFm through [hr dark holt? Mavhc vau rati altar diK 
(Vim a (ru holy words, 

A Mrs Sue Beddtiwvs a.ku ^ioU" tome hfjw rmit h shr enjow^] 

over my Column after frith lulh rrading another magazine's lur^mw 
timer. Surh kind wordsdo not go amiss in mj heart and 3 thank vitu Ihr vrmr 
prabr r 

1 a. 

L LtJi H iLinnErZy rrn < li run ides musi draw loavlrw lor now, hut \ will join you 
agaiai short h . I must also point DU I lhaL ] eamtnt answer any mrrespond- 

< iuh 1 p^.' rsonaJh as .i wizentd wizard such as iTnsi'Ej n cedis liib nJccd siimr- 
unw. Do noi hr dUhearumcd a* l sliN enjox reading vnur mail and l would 
In' graielu! ior more. 


k i«fVash. J 




ROCKFORD'S RIOT G O O O D E R DASH OfS) O INI E T A 


MXM 



Mail Order: MONOLITH 
3rd Fjrjot, Lector Court, tgl Far ringdon Road 

UintkmEClRSAD 


Price ES gSinc P&P, 

CHeques/POs i:-riy d bf a to Monol itlh . 

Credit o»n*i call 01 83728% CBM 64 



















Retailers don't always have everything in stock you 
might want, but if it is within our power to get it lor 
you, then we will. Any of the software reviewed in this 
or any issue of ZZAP! 64 can be ordered using the form 
below — in fact any available CBM 64 software that 

exists we will get for you, 

ZZAP! 64 Mail Order is backed by the resources of 
Crash Mail Order (in association with the Spectrum 
magazine CRASH) which has been supplying more 
than 100, 000 Spectrum users with mail order items for 
over 20 months, so you can be sure of the ver y best in 

service. ' 

There's no mail order catalogue involved — just use 
the prices quoted in the pages of ZZAP! 64 or the 
known retail price. If you have any queries just ring the 
number shown on the form and our staff will advise 
you. Anyone may take advantage of the discount 
coupons on the form which allow £1 off orders worth 
more than £20 and 5Qp off orders worth more than 
£10. Postage and packing is included in the price of the 

game. 

Nothing could be simpler — fill in the form today and 

order whatever you like! 


ZZAP! 64 MAIL ORDER FORM 


Telephone Ludlow (0514) 5620* 


Please sertd me the following titles: Block capitals pi easel 


Tide 

Producer 

Amount 

























LI i 



Al I priest ore 89 quoisd under review . fflesse fTiete cheques Su b To i al ■ £ 

haadin^s or known retail prices and include Or pascal orders 

VAT ZZAP* 64 mitts n& tfiirgS far post ar pecking payable 10 ZZAPI 64 1 ,p-c c FTi t r a j . * w / 

inside the UK. Cu si am era In Eijrppe should add Less Ln SC Oil fit L 

Lhtr dquFva^nt ol 70p par rtefn . Qutsida Europe: 

write first spthel we may advise on paw rates, Total Enclosed : £ 



Name* 

Subscriber Ho, 

if applicable 


* ■* 


■ 


T 


Address. 


■■ # 


■ * 


■ 


Postcode 


« 


‘lid’ 


SPECIAL DISCOUNTS 


€1 

)R 1 

OIF ANY ORDER WORTH! 
MORE THAN £?0 

5C 

Sorry ■ 

OFF ANV ORDER WORThI 
MORE THAN CIO 9 

- only ONE vouc her per order 1 


ZZAPI 64 MAIL ORDER, PO BOX 10, LUDLOW, SHROPSHIRE SYS 1DB 


Please do not send any mail order correspondence to the ZJtap! 64 editorial address as this will only result In delays. 




■I 



The result of yet more of Gary Penn 's sorting 
of yourpla ying tips , cheats and POKES etc , 


Something rather special to start the tips off this month in the for rn 

of som eQropzone tips. So what's so special? Well they're from the 
author himself . , . Archer Maclean I He's also included a few POKES 
to m ake t h i ngs a bfr m c r e i merest ing, so i f t hes e a re n't good e nough 
for you a 


DROPZONE: 

An explanation and 
survival tactics 

AFTER the devastating robot 
wars of 2084 the few remaining 
humans can only survive by 
building a Tachion propelled 
star cruiser to find a Nu -Earth,. 
This ship needs Ionian crystals 
for power so a consignment of 
men have been sent to planet lo, 
the real life volcanically active 
and orange coloured moon of 
Jupiter, It fe$ your mission to 
protect the men from being 
attacked by a bunch of 
disgruntled Jovian aliens who 
are annoyed by the presence of 
humans on their moon. You are 
equipped with a Pulse-Laser, a 
jet powered backpack, a 
Cloaking Device end planet 
shaking Strata Bombs, 

■Getting Started. 

You r ll never get more than a 
novice rank unless you have 
read the Qropmne mission 
briefing thoroughly and 
mastered the the coordination 
required to survive. This is 
greafly aided by using a decent 
joystick. The best sod are ones 
that give a nice tactile click when 
they've switched into position 
and have as little movement 
from side to side as possible. 
This is because some of the big 
waggly ones give no ides as to 
what position ft r s in unless you 
look at t he screen, by wh ich time 
you've been blown up. 

Advice, 

The most important piece oi 
advice I can give is DON T 
THRUST TOO MUCH unless 
your reactions are really fast and 
you Vo kept a beady eye on the 
scanner for approaching 
trouble. Consult the scanner 
regularly as it does help to know 
what's coming. 

At the start of every fifth wave a 
fresh consignment of eight men 
arrive and are placed near the 
base making it easy to qu ickly 
save all of them for a good 
bonus. In ihe first couple of 
waves ft is quite easy to save all 
eight men but on later waves 
you’ll end up running into aliens 
more frequently if you 
continually rush off to try and 
save the men, So, it's often a 
good idea to shoot a few men so 
that you're only protecting two 
Or three. 

Generally speaking, it's best to 
clear each area as you enter it, 
except pe rh a ps fo r spores wh i ch 
can be distracting and may well 
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need a Strata Bomb. It is a good 
idea to try and conserve Strata 
Bombs as you will need them In 
later waves. Only release one 
where it will earn you a 
replacement. 

Alien missiles fired at you will be 
accurate 85% of the time so 
unless you change you r speed 
and direction quickly you'll get 
hit. 

Blunder Storms are best 
destroyed on sight else you will 
only be rained on or struck by 
Proton Lightning later on, If you 
have to pass under one check 
that it's not rumbling different 
Co I ou r s prio r to st r ik ing a nd t ime 
your pass. 

Spores are fairly harmless, slaw 
moving blobs until triggered 
where they release four Trailers 
which can become a damn 
nuisance and very hard to hit. 
Strata Bombs don't always 
completely destroy Spores as 
they sometimes leave a few 
Trailers behind. 

Trailers can be shot more easily 
at the lop of the screen by 
turning quickly from side to side 
and firing like helL 
Trailer Invasion Waves are quite 
easy to finish once learnt but 
they have to be completed fairly 
quickly as tWNmeye appears 


after thirty or so seconds. As the 
wave starts, move along 
blasting all the Spores with a 
few shots then activate the 
I nv iso Cloak and let all the 
trailers follow you on screen,. 
Simply detonate one or two 


| Strata Bom b s to w i p e 
everyth ing out and clear up any 
stragglers left behind after the 
blast. If necessary shoot all 
remaining men as you'll get a 
new set next wave anyway. 

The Man Attack Sequence goes 
as follows: When a Planter 
drifting over the planet surface 
detects a man below it, it stops 
to attack him. The man sees this 
and lets out a loud whistle for 
help which echoes around the 
atmosphere, An Android then 
emerges from the Planter and 
they both descend to the 
ground At which point the 
Android is released and rolls off 
to kill the man. Meanwhile tno 
Planter mutates into a suicidal 
Nemeslte, hell bent on 
destroying you. When you hear 
the whistle the shortest route to 
the attack in progress is found 
by looking at the Attack 
Direction Indicator arrow above 
the scanner. Check the scanner 
to see if you can save the man in 
time without endangering 
yourself. 

Shooting the attacking Planter 
first THEN destroying the 
Android as it falfs under gravity 
to the surface will reward you 
with 500 bonus points. If it 
reaches the ground it will stilt 
chase the man ft was initially 
going for. If a man is saved by 
picking him then the Android 
will wander backand forth until 
ft detects another man to chase. 
If it does find someone then a 
second whistle for help will be 


heard. 

There is in facta limit to the 
number of Androids that can be 
active at once. On waves one r 
two and three this is set at a 
maximum of two so if you save 
or shoot the first two men 
attacked WITHOUT blasting the 
Androids then no more attacks 
or Nemesites will occur. 
Androids wil I actually invade the 
Moon base to kill men if you 
have dropped them off. This 
invasion can be prevented by 
either saving all! eight men or by 
always carrying the last man 
about with you. 

Listen for N ernes stes entering 
your area as you won't have 
much time to react on sight. If 
necessary use the Cloaking 


OKEY POKEYS 

For those individuals who have 
no doubt twigged how to alter 
specific bytes and still run the 
desecrated program, here are a 
few one byte wonders , , . 

POKE 231 1,100 q i ves 1 00 1 i ves 
POKE 2316,100 gives 100 Strata 
Bombs 

POKE 8575,0 increases the 
attack rate 

POKE 13151,7 increases enemy 
bomb firing 
POKE 500 1,1 92: POKE 
S93 D t 128:PGK£ 5347,2 gives 
increased vertical speed and 
gravitational effects 
POKE 32789,7 tricky one this, but 
if it doesn't work try again as it is 
worthwhile. 



■ 
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DATA ftECOn-Df n 

A dedlciEed lata rpcordp ts -. .p i. v 
PR [Tif CBM t?4 OF V’lt- JO l jp« rtnrjition 

, r ?N bui with fuuif buttcn, moat* 
i -wailaDl* i at |hr PLUS* & 16 M *,«?*■ 
p tK* 

lArif/ ACTIW CUAHAMTV IB. 

OULV £|4.VS 


Device to protect yourself. 
Nemesites never fly at the same 
height as you unless they're 
close enough to move in for the 
kill, So if you're flying low they'll 
be flying high and vice versa. 
The best thing to do is to quickly 
thrust away from them and at 
the same time move up/down 
until your height is the same as 
theirs. This will force them to 
change their height and cross 
you r firing line where you can 
turn and blast them. If you miss, 
carry on and try again but watch 
out for oncoming aliens. 

If you do lose all the men then 
the planet becomes unstable 
and an earthquake will result. 
This triggers off previously 
harmless volcanoes which start 
to spout highly dangerous white 
hot lumps of magma. To pass 
over them needs skill or use of 
the Cloaking Device if it hasn't 
already run out. If it has, then 
your best method of survival is 
to hover above the region 
between the Ionian sea {an old 
lava lake! and the smallest 
volcano. The magma doesn't 
rise up very high nere and it 
can t reach you. All Anti-Matter 
nodules will eventually bounce 
towards you so that you can 
complete the wave but beware 
of Nmeyes. 

The Nmeye (pronounced N-M- 
E YE j is sent in to interrupt your 
wave if you take too long to 
complete it, Each one moves 
faster and is generally more 
aggressive than the Iasi so that 


you can't hang around shooting 
them all day. The best time to hit 
them is within the first half 
second of their arrival as they 
haven't built op any speed and 
are still blinking. 

On completion of a wave you get 
up to 500 bonus points per man 
saved, 50% cloak time refill and 
a chance to wipe the sweat and 
space flies from your helmet's 
face mask. 

The various ranks are: NOT 
LISTED - PRACTICE 
RECOMMENDED, DEXTRAL 
DODGER, TREK IE, MOON 
CADET, PLANETSMAN, ACE, 
PLANET MARSHAL, PLANET 
LORD, STAR WARRIOR, SOLAR 
PRODIGY and finally 
MEGASTAR - MISSION 
COMPLETED. 

Food for Fact Freaks and 
Sceptics . . . 

The GADropioae is about 46K 
long and consists of a 300 feet 
long fisting of 15,000 lines of 
sparsely commented code with 
around 350 subroutines and 
around 3000 labels. 

Those who can reach 
Megastar status on the 64 
should have had enough 
practice to attempt an Atari 
supervised Drap 2 one mission. 
The Atari, being the Porsche of 
home computers, is capable of 
running Dropzone 2.5 times 
faster than the 64 and can 
handle any amount of blobs on 
screen, even when you release a 
Strata Bomb, It is visually. 


sonically etc, identical and 1 about 
1 2K shorter. However, the 64 is 
Still a respectable BMW316 {S 
regk 


Richard Kamyczek of 

Mansfield, Notts is a big fan 
of TLC and sent in some 
interesting, unusual and 
useful POKES for it 
(honestly) 1 He feels that 
while the game is at it's best 
when two people play, there 
may still be the need for 
some people to play the 
computer and therefore the 
following POKES will be of 


help in making the game 
more of a challenge, 

Firstly, skip the first part of 


the program with the VERIFY 
method then LOAD “",1,1 to 
load the second part of the 
game. Once loaded, LOAD 
the third and final part of the 
game In the same manner 
and enter any of these 
POKES: 


POKE 3 1747, 7 will make the 
computer play better against 
fast diagonal balls 
POKE 29523.21: POKE 
29524,24: POKE 61 78,76: 
POKE 6179,0: POKE 6180,28: 
POKE 5002,40 to stop the 
computer's fielders getting 
drawn too far out of position 
Enter SYS 29430 to start the 
game, 


I CHINA MINER 
(Interceptor) 

Fu rther to the crusty POKES 
printed in issue two, here are 
some more to make things 
easier still. Load up the 
program inthe samemanner 
as usual and enter these 
small 'routines' . . . 

Firstly, some POKES to 
ignore sprite collisions: 
POKE 34493,169; POKE 
34494,0: POKE 34495,234 
SYS 64738 will start the 

? ame, 

Inally, a small routine to 
remove all nasties from the 
game: 

FOR A =9320 TO 
16385:PGK£ A, 0: NEXT 
SYS 64738 to start the game, 


POWERFUL UTILITIES £3* » 

THE BEST RANGE OF UTILITIES FOR THE 64. WRITTEN BY PROFESSIONALS— SOLD BY PROFESSIONALS 


DOUBLER 

The tjpr bpct up "device 1 

DojtMw hA thrfri ssn *narm out lucceii 
and tofMlru** m wfy wtfi Wfiy? 

OfttfUB* it h me best product <rf fti 
rypem che market Doubler uses a uruqup 
ffifrirod mai pH type* of 

tp#tw-ar* rcgAfdiesi of ipeeti It msbsts 
frf KirdwjfP jnd wHwire Th£ 
sotiw-ve it [hf kry i>a rt cts- unlike ciher pr o- 
dues or its rypp Dcmbtof i.reiates ^ brand 
nww machine copy It i* very <%fcy to use 
.IIVJ yrty successful, In fact iJLrf rern have 
proved r^i priis ' device can jhTvpvp 

fl-rquRrs at cess, ig e wo cIpSW molten 

ONLT flZ.flS 

Why imiz for «m — ctili la the iwfi. 


"QUICKDISC+" 

Get a QUICKDI 5 C - ca^ndq * 1 pHjggetf mo yout 
64 and your I wllfftHy dart perform Sg 
marry fea&jrn per pound iHfflmgJ that you wiU 
hardly Oflieuf il iiclLris trie irftnwinq 
Fail LOAD endiAVE (\cux DO fry* » nonral 
speedf Wonts win rrtxa ixotKtpd software Ci m 
HMt t hed m are? out from [he *fytoaf«J 
Fast For nun ukfijnsi l Owtoreft 
Fift Backup copes an tntmeoteK rtfuur mum 
|N« prettied software bur idf af tor your fifes nc.| 
FistFHEd&pier tor sefearvr fast copying 
impruvfd DOS cHiRundt fDOS S I f -lures to 
easy use B* iodise dfevt.c# SlfiFTIJR^J, 1 vwii low 
dnd display a rbecEOfy without Dimming BASIC 

shift sungtgp ^ load-ci-^, e, i nc very, 

very useful 

litCfrrp?r*tes Ccntronloi pnnttf lOfbvirv 

iuwr pprtj witfl 0*4 g.-^phin capability W 
'CorWHcidcfe Cdrtik{idp fpr surface 
A HESFf Mtltfh iv VKtd on inc cartr.dg? wh? rt 
rounds oR perhaps the most useful add oh prodUc-Kl 
tor the '64 fi quif a wfkle 
N4w tfm pc k». Mg nol % it's nm mn 
Chat -much Qn you aftbid tD EJf wnhdul 
OUODIK+ 

OHVf ItMS 

No fittre c-3nn«lKirrs m rwceswry with 

GL4 CkDi$£+ and L^like rnasi amte prstijets it k 
compatittewith printers and second dnyes 


mu POPULAR 

DttCO 

' tN bffl tap* t* dlu u-ifTY ■Sor Tormi qni-j 
Lnir iW J r id jset«ji , F--i^ 

CMT HlK 

Cenwrta trtdn r w furbe 14k 

' ■ XK art HWiti |:.n y>ry Wf Vj u>i- OMLf 
VG MOUTH 

A u.^d mi n ivTthfw pfogrjm ifur n 

■j’M H/.r Unlrmlntd wHabuIn- 0Ht,YfT.^S 
ROCKET 

A u%f^ j ifvdTT (,i KtfMy 

kr Pr pc^mr-A who fury, r ,i die ehw 

OMLYiT.IS 

tjveh 

r Ap t ttfrn fnr remm ynWf t*y IB 

!*V *Xl MFfy I.i-riy QMt E5l¥$ 

COMMDHAf CONHEEHWr 

kJtwpr cafe ter frvmrur.j V*J t+t#Tmm 

ryp*priniw:o-if b* O^HMrhQup^^ ^ 

OMLTill.tl 

OUKKUOC 

nil fMtrny u> four In Sin tmm mtnar. 

«TT^J Itufcfl Jhd tchn utibm OMLV II I 

AZIMUTH: Jaw 

Ak>fcs bp chcci jnd FtiNgti ^eu -m.i in ’.v$v 

rcAi'Avj-Trrn: 

MTU,flS 

THE AHATQUT OF THE m i 

: >r IP qrw ftr.T\ p,.' 15*1^1711. yFry id^tklyd 
b«* 

OULYULK 


DISC DISECTOR V3.Q 

Mew thf u^inyte dtSi taaymg anu upliiy jxogram tor 
the CBM 6* iwth 3 54 1 dac cTtw r^'i Pmprmwd 
wen lUrtNl ^ wrt' as ini^gyrnrnti plifl 

ihF aildrKri dd sonr Ltwtol urntfei iwd important net* 
pr-^/VIT, lyrrr DM n jlUnl 

Th# Ebtihwn Nlbbief 

fhts r ;hr FirbL c qptfr & ir s kind Co appear on the U K 
marker lr is j try* nlbb|*r |byre tor bytef coper put 
«*■ COPT ALL DOS «™« HfiiHnjtkal^ fnts 
intluJes DOS errBft mt pus rten scandard efren 
hue Mi cracky exya carto non standard sync rerun 
iDwhm: Uadu, me They m jfl (realed as no irm mfk 
No knewfesge isieqiin , M!a[ ^ iji rrnlhMw im~ 

^id a . , . : - w yet , r 

rfiinwtei Has OJpiM Jll dlvci tested ne-jorejM ib^f| 
A t tin above jryUV^ rte avaciaPe 

FixtFlleCapl^r 

to Incntdl bfy Rundy -eectwe fife rqj^- [hiL LO^)s 
JrtdSAVtji^ lTi|if ttM rurnU speed SfKriii iftetol? 
Von vnjn'r Wfeve iiow mucTi until you hjyt uapj rt 
Afi i*fll a« thew proff dm "'Disc Disfctor '' ibcotporaies 
a whofe PR[ usrh/utllDK nckfdrtgthr itflDwiryg 
Fik fwinr leHctJve Menu M*kwr, Disc 
Erftnr toA* iDpNstieaced TUKrme mnnl 
S«rHth>ltoKfatch flenabi# 

ffoLr f.-ne'. faaerj.eK tit 

T^tS ptajwi is ar* mentrel ptirthm Idt ihe 1^41 

ONLT 129 9% 

Customers eaff^r ± may return them afgng 
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INDIANA JONES IN 
THE LOST 
KINGDOM (US 
Goldt Mind scape} 

Screen One: 

Simply touch the coloured 
balls to the left of the screen 
and when Indy turns the 
appropriate colour, cross the 
cliffs using the three lifts, 
avoiding the flying creatures 
as you go (or transform them 
temporarily into harmless 
butterflies by hitting them 
with your cane). Touch the 
white balls on the other side 
to transfer the colour and 
repeat for the other two 
balls , 

Screen Two: 

There are ten numbers and 
eleven spaces at the bottom 
of the screen. The ten 
numbers must be 
rearranged in the correct 
order corresponding to that 
of the column of numbers to 
the left of the screen (the 
order from top to bottom 
should match that left to 
right). To pick up a number, 
press the hire button and 
push up on the joystick when 
positioned correctly over the 
required digit. To drop a 
number press the button and 
push down when over the 
necessary gap. Once the 
numbers are correctly 
arranged wait until the six 
balls are in motion before 
leaving via the exit to the 
right of the screen. Speed is 
of the essence as the roof is 
continually getting lower 
and the six balls start to 
bounce furiously about the 
place. 

Screen Three: 

Move Indy up to the icicle 
with the zero on it. Press fire 
and pul l back on the joystick 
to collect the number 
(moving the joystick left or 
right whilst holding the 
button down will increase 
the value of the number) and 
carry it down to the centre 
bottom of the screen. The 
block of light blue is in fact 
the exit, composed of nine 
squares and you have to 
place nine different numbers 
on this exit in the form of one 
of those 'magic number' 
squares. 

Move over the square you 
wish to drop the number on 
and press the button and pull 
down on the joystick to drop 
it If the number has been 
placed in the correct position 
then the respective circle to 



the left of the screen will go 
black. In which case you 
have to go and get another 
number from the icicle, bring 
it down and try the next slot. 
Jf the number you've chosen 
to use doesn't do anything 
then you need to try another 
number, so go back up to the 
icicle and , . , 

Once you've hit upon three 
correct numbers, the 
respective line of exit will 
disappear altogether leaving 
the next line ready for 
'opening'. No two numbers 
used willi be the same so as 
you whittle away the exit 
things get slightly easier. 
Beware of snowflakes as you 
trot around screen and 

Screen Four: 

On this screen you have to 
move the blue colour of the 
crystals from the left of the 
screen to the right Touching 
a blue crystal with your cane 
will turn your cane blue and 
the blue crystal white. Move 
to the next column of 
platforms and turn the white 
crystals blue in the same way 
that you made the blue 
crystals white. 

As you turn the columns of 
crystals blue, other lifts will 
be activated enabling you to 
move further across the 
screen. When you reach the 
other side of the screen and 
all of the right hand column 
of crystals have been turned 
blue then an exit will open up 
in the top right corner of the 
screen, allowing you to 
escape. 

Be careful not to fait from 
too greater height or run into 
any of the 'nasties' released. 
Hitting the nasties with your 
cane will temporarily turn 
them into harmless 
butterflies as before. 

Screen Five: 

Start off by killing the green 
monster with repeated hits 
of your cane and take out any 
bets flapping around in the 
same manner. Once the 
beast ie has been disposed 
of, hack away the wall to the 
right of the screen with your 
cane. When you've done this 
and you have moved 
through the hole a lift will 
start moving and a bell will 
appear to the far right of the 
screen. , 

Walk over the lift when it's 
at its lowest point and touch 
the belt with your cane, 
causing it to disappear. 
Another bell will appear at 
the top of the screen so use 
the 1 ift to collect it, When you 


have done this a small hole 
will appear ir> the wall and 
with each bell you collect it 
will enlarge, until all the bells 
have been collected and the 
hole is finally big enough for 
Indy to go through. When 
th is happens, go back to the 
far left of the screen and exit 
through the hole. 

Screen Six: 

Collect the five challices 
scattered about the cavern, 
wjthout getting killed. Press 
the fire button to teleport to a 
different part of the cavern 

EDDIE KIDD’S 
JUMP CHALLENGE 
(Martech) 

Hold down the fire button 
and when you get to the 
second poston the wall, 
press F3. As soon as you see 
the ramp press F5 and as 
soon as you are on the ramp, 
let go of the fire button. As 
you come in to land, pull 
your front wheel down to 
stabilise the bike. This will 
work fine for four and five 
cars but you need to release 
the fire button later for 
longer jumps. 


SPEEDING UP 
GRAHAM 
GOOCH'S TEST 
CRICKET 

Tony Murphy of London 
found out that if you press 
down the SHIFT LOCK then 
the game will race through 
the overs, giving you the 
runs and wicket situation 
without showing the 
graphics. Audiogenic told 
him that this was so the 
programmer could test out 
the program quicker — 
certainly helps! 


ENTOMBED 

Due to extreme public 
demand, here are some 
teensy weensy little tips for 
anyone stuck with this smart 
new fish) Ultimate game, 
flight, first the Pool Room 
(room N with reference to 
the map in issue 3) - , . 

Move Sir Arthur into the far 
left pool, trot down the ramp 
and immerse him in the 
centre pool (he should turn 
invisible — use the whip to 
see where you are) and then 
over to the far right pool 
(make sure he real ly does get 


a good dip cos if he doesn't 
then this ain't gonna work). 
Finally it s back over to the 
far left pool where Arthur 
should reappear. You're now 
free to leave , . , 

The Boulder Room (room K) ; 

II reckon it is in fact a disk 
but everybody seems to 
want to call it a boulder, so . . 

. Go to the far left corner of 
the screen, in front of the eye 
and tum to face the left wall. 
Jump up and down without 
changing your position and 
the boulder (now you've got 
me at it), sorry, disk will 
move — slowly but surely, 
but ft will move! 

One more . , .the Bird Room 
(room H): 

■ )o fleet the glowing 'things’ 
dropped by the bird, by 
jumping into them, if 
successfully caught you will 
hear a ping (I find it helps to 
jump in front of the 
sarcophagus itself), so walk 
over to the pot in the far right 
corner of the screen and 
drop the bits in there (where 
you will hear another ping 
for is it a ting))? The moon 
will set and the sun will rise 
and when the weight of the 
droppings proves heavy 
enough, the sarcophagus 
will open. 

THE FOURTH 




Some excellent tips on the 
Part One of the game. The 
NATO Papers, from Andrew 
Lewis of Leicester. 

CENCOM contains the file 
Telephone which lists th ree 
telephone numbers: 

Blenheim Computer 
0438273 1 

Medical Security 71288989 
Sir Anthony Plumb 
12377563 

The last of the three numbers 
is to be used when the player 
knows all the details about 
the traitor and his contact, if 
these are not known and this 
number is dialed then 
valuable prestige points will 
be lost. 

Medical Security can only be 
successfully called after 
Bracton has called you. 
Beware as Bracton seems 
Obsessed with calling you — 
read his file and that of 
Thom. 

Blenheim computer can be 
dialed at anytime, By linking 
up with the Blenheim 
computer and giving the 
relevant password, decoded 
from the memo using the 
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'onetime pad", various files 
can be transferred to 
GENICOM for recall later. 

The following files are 
known to exist at Blenheim : 
NATO, Paper 1, Paper 2, 
Paper 3, Paper 4, Paper 6, 
MOD, Cabinet, Foreign, 
Abbs. Stanislav, Pizza, 
Maras, Pasternak, Faulkner, 
Bracton, Thom, Blodwyn, 
Trade, Names, Delivery, 
Nilson, Omparde, Shoukir 
and Fox. 

By analysis of the files Paper 
1*5, MOD. Cabinet and 
Foreign it is possible to 
narrow down the name of 
the traitor to one of the 
following: 

R Night, D Faulkner, A 
Sopwith, F Janes and T Allen 

Since these are the only five 
people who had access to all 
five documents and a 
photocopier, 

•Generally, the more 
watchers there are on a 
target, the faster you will get 
results. 

•Always answer the phone 
as soon as It rings as some 
calls are very important, 
•Never have watchers on 
targets which have already 
been dealt with as this loses 
prestige points after a nasty 
memo from the boss! 

•As your prestige Increases 
so too does your allocation 
of watchers. The opposite is 
also true! 

•Some targets, such as 
Warburton and Banister, 
require the maximum of 25 
watchers allowed to ensure 
correct results. 

GENERAL STRATEGY FOR 
PLAY 

At first, read all memos etc, 
decode your password 
(usually Phoenix, Firebird or 
Rocket) then transfer all files 
from Blenheim. 

Assign 25 watchers to Abbs. 
When asked what to do 
about Stanistav select 
OTHER SUGGESTIONS and 
enter TURN STANISTAV 
This should get things 
moving. 

Put 25 watchers on Allen, not 
forgetting to remove the 
watchers from Abbs once 
Stanislav has defected. 
When one of your watchers 
calls you about Allen and 
gives a phone number, ring it 
then search the flat. 
Interogate the landlord, 
arrest Allen and TRANSFER 
him. Do not use the HEAVY 
METHODS option as this 
loses prestige points. 

It is also interesting to put 
watchers on Sopwith but do 


not arrest his contact, Maras, 
as he has diplomatic 
immunity. Actually Sopwith 
isn't the traitor as revealed 
later in a memo. 

You will need 25 watchers on 
both Warburton and 
Banister (after you have 
been notified about them). 
You will then be asked to call 
a phone box number. Do 
this, then dig up the object 
and inform special branch of 
your findings. 

When contacted about 
Johnston via a memo, put 
watchers on him. Eventually 
you will be asked what to do 
about Pasternak, th rough a 
memo and you must reply 
with the approach Johnston 
option. Later you will receive 
a phone call from Johnston 
about meeting Pasternak 
and you must do so 
immediately. 

When the NEB plans are 
leaked you must analyse the 
papers as you will either 
scare off the agent or lose 
prestige points. Do not try to 
make the newspaper reveal 
its Source as the ensuing 
count case lowers your 
prestige. Anyway, the 
person responsible, Willis, is 
caught later via his 
fingerprints. When this 
happens, PROSECUTE him. 
You require 25 watchers to 
keep an eye on Faulkner and 
25 more for Genovese. This 
is to allow British Telecom to 
intercept a calf which, if the 
tape is analysed, will allow 
you to compare voice prints. 
This will now enable you to 
fly to Stockholm after 
receiving a phone call 
regarding the voice analysis. 
Diplomatic files of Nilson are 
kept at Stockholm but aid 
other files are kept at 
Amea 

Read files on: 

Commander, Incident. 
Nilson, Stenbern, Westin 
and Rosen era nz. 

You can now visit Storuman, 
where Rosencranz and Anna 
Nilson are to be found, 
Stensele where Gunnar 
Westin lives and Borgafjall 
(go climbing, where you will 
hear a report from 
Strom isson). 

This should give should give 
some indication of the 
answers to the questions 
posed by Sir Anthony Plumb, 
which are: 

Who is the British traitor? 
What nationality is his 
contact? 

What name is he using? 
What is his real name? 


What proof do you have? 
Where did it happen? 
and How was the traitor 
recruited? 

Best of luck, chaps! 


Due to the enormous 
quantities of mail received 
every week and what with 
the general pressure of 


schedules etc, we regret that 
no correspondence may be 
answered personally by any 
member of the Z2AP ! 64 
team. There might possibly 
be the off chance that the 
occasional letter might get 
some form of personal 
written response, but to 
avoid disappointment of any 
kind, please do not ask for, or 
even expect, a private reply! 
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£8.95 disk, joystick or kuya 


Run-of-the-mill stuff 


Graphics 47% 

Jack's not bad but the rest ain't 
too hot. 


Sound 1 B9% 

Pretty grotty music and effects 
and even the speech isn't too 
good. 


Hookafcpility3S% 

Frustrating andnoloverly 
compelling. 


Lflrttflbilrty 4®% 

Difficult to crack and will take 
time to do so if you're wil ing to 
persevere. 


Value Far Morns y 30 % 

Cheap, but not quite cheap 
enough. 


Overall 38% 

Not exactly one of the best 
versions of this type of game 


The first screen on 
this game looks 
suspiciously like 
the one In Thor's 


HR though it's a tot 
easier, I was quite 
* relieved to see that 
the similarity disappears after 
this screen. The trouble with this 
game is that it's just another 
boring old platform game with 
no real anginal touches, collect- 
mg certain objects end using 
them was about the only thing 
that kept ms going, otherwise / 
would ve switched o ff there and 
i then. The sound is pretty awful 
but there is speech, a f f£E FI FO 
fUM' hit at the beginning of 
each game and a GOT ?GU T 
when you die which is quite a 
good, If infuriating, faugh. Per- 
haps this game would do better 
with a £1.93 price tag t but as it 
stands it's rather overpriced for 
just another left i right! ie&p-em 
game. 


OUT ON A felMB 


T his little game is based 
around the adventures of 
our Jack, You remember 
Jack, he was the chap who sold a 
cow in exchange for a handful of 
useless beans, As Suck would 
have it the little twerp {or so his 
Mother called him) threw them 
out of the window whereupon 
One of the beans sprouted into a 
very large and rather silly bea*v 
Stalk. Jack, being more than a 
mere twerp, deeded to climb 
the beanstalk and get into a lot of 
trouble Up above Ehe clouds he 
discovered a Giant's castle. Now 
read on 

So you fi rst task is to climb the 
beanstalk by jumping from one 
branch to another, The stalk 
extends for two screens after 
which you must get past the 
cloud, by jumping from one 
cloud to another. When you 
manage to reach the top, you are 


, Platform games 
that don't have 
anything new to 
ff ^—*3 offer are starting to 
/ become a mite tire 
some ami Out on a 
Limb is such a 
game. There are 
quite b few resem- 
blances throughout to certain 
other popular platform games 
/some or the rooms even have 
the character concerned walking 
about in them! The graphics are 
nothing to write home about 
and sound follows much the 
same suit Even the speech 
(which was a V exactly amazing) 
didn't help, rather ft hindered 
and annoyed, Out on a Limbte a 
difficult one to progress through 
and most of the rtme infuriates 
because of this (my finger 
hovered tentstfvety over the on I 
off switch many a time on losing 
3 lifel Even at the relatively 
Cheap price of six quid, it doesn't 
tempt me. 


This is a pretty tm* 
remarkable game, 
h The graphics are 

\L> 1 far from stunning 

sound is at 
■■M rts best when if$ 
turned off. 1 am a 
little disappointed 
by the task set tn 
the game, I would have thought 
that the fairy tale tent itself quite 
well to incorporating something 
more of an adventure element, 
rathe than a simple 'dodge em 
platform game* The speech 
produced by the program is 
acceptable hut not represent - 
ative of the Commodore at its 
best With only twenty-three 
locations to explore you won't 
be overawed by the size of this 
game. Despite some of its 
annoying feature Out on a Limb 
i$ quite playable but 1 soon 
became bored. Good young 
x uns stuff perhaps? 


confronted by a series of rooms 
that all bear a resemblance to 
the screen concept of Jet Set 
Wt/fy. 

Each room has a series of 
levels. Jumping from one level 
to another is fine but for the 
moving nasties, found an each 
of the levels. You must avoid 
them if you want to get to the 
next level without losing a life. 
All told Jack must explore 
twenty-three 'rooms' moving 
from one to the other by negoti- 
ating a path along the various 
platforms to reach the entrance 
to the next room. 

Somewhere within the Castle 
are to be found the three objects 


memory or are unable to count 
to three r fear not on the right 
hand of the screen there is an 
objects counter to remind you of 
the objects collected to date. 
Instead of awarding points, the 
game measures your perform- 
ance according to the length of 
time you take to complete the 
collection and make good your 
escape. For this purpose a clock 
is positioned at the top right of 
the screen. Taking more than 
forty minutes is not pat-on-the- 
bacfc stuff but anything less than 
half an hour is pretty good 
going. 


that, as myth will have it, comp- 
ensated Jack so well for the loss 
of the cow; these are a bar of 
goldj a talking golden harp and 
of course a golden egg {only a 
minor departure from the story). 
The three objects are brightly 
-coloured so while they may not 
be easy to locate initially you 
won't miss them once you do. 

Jack begins the game with 
four lives, and when you lose 
one the game resumes on the 
same screen but not in the same 
position. If you have a bad 



i 

i 
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to equip himself 
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SORRS, THRT IS INCORRECT 


Nice instructions and good on 
screen presentation. 


Reasonable characters and 
monster. 


Atmospheric screech es, wails 
and moans with some good 
music. 


Too American and fussy for 
even hardened trivia lists. 


Overall E3% 

Trivial sums it up quite nicely 


Although trivia 
VffMs are popular 
f ^ and have been very 

successful f must 
^ say l find them 
TEEuj^Jhi rather boring to 
^SFr P^y They have 
certatn limitations 
in that you get to 
know the answers as you play 
and a fter several games it starts 
to tack in any appeal ft may have 
once had Admittedly with the 
board (bored?) game you have 
thousands of questions and 
answers to team but this doesn't 
quite apply to this computer 
verstom OK, so there are T6 sets 
of questions to load up in 
Monster T rivia but that isn Y that 
many when it boils down to it 
especially considering that a 
targe majority of the questions 
are so American f It would have 
helped ft the interpreter used 
was reasonably lenient, but it 
isn't It does get incredibly tnfur- 
lating when you enter 'I f* as the 
answer to the number of players 
in a cricket team , only to be told 
your wrong when you know 
you're right and then find out 
you should have entered 
ELEVEN! The average graphics 
don't exactly make the game 
any more fun to play , neither do 
the strange sound effects or 
Cosmi-esque music. 


■ ■ onslcr Trivia is based 
lUn on the popular "trivia 1 
1 W 1 question games that 
have invaded the market over 
the last couple of years. The ides 
is an exceptionally simple one: 
you are asked a question and 
you have to give the answer, 


which, if correct, is worth points 
depending on its difficulty. 

Monster Trivia is this sort of 
game exactly and contains 
many questions on all sorts of 
different subjects. Whan you 
load the game you are asked 
how many people are playing 
and their names and sex. You 
a re the n g i ve n a ch aracte r wh ic h 


appears on screen and all char- 
acters sit in what seems like a 
mediaeval dungeon complete 
with mouldy walls, slit windows 
and a large door behind them. 
Now the questioning starts. 
You are asked to pick a subject 
and am asked a question con- 
cerning it. Get it right and you 
are given points along with rapt- 


urous applause and are also 
allowed to take a bow. Get it 
wrong and something nasty 
starts trying to get into the 
dungeon. The game carries on 
in this way, with the monster 
gradually wrecking half the wall 
and door (at least it did when we 
played it because we got so 
many questions wrong). 

Once all the questions have 
been answered the winner 
stands and takes the applause 
and the loser meets the rather 
horrible fate of being gobbled by 
the monster who comes burst 
ing in. 


S There are two Bl-l-T 
IG problems with 
this game, firstly 
the fact that being 
an American game 
98% of the quesh 
ions are ones 
whtch are based on 
American subjects . 
For example, being a sporty 
person, the first subject l picked 
was sport. After being asked 
about some 7963 pitcher l was 
then asked about the origins of 
an American football team . The 
questions soon became annoy* 
ing r not because 1 couldn't 
answer them, but because / 
didn't even stand a chance of 
doing sol The second point is 
just bad — programming. The 
computer has no sort of artificial 
intelligence so if you're nearly 
correct it just says WRONG fit 
When l thought l knew the 
answer to one of the questions 1 
put Chanel No 5. 'WRONG It r 
said the computer . 'the answer 
is Chanel No. 5\ Oh weltl Only 
one dot out. Perhaps next time 
HZ remember . The graphics 
aren't that bad, and the sound is 
quite good, ifs just the game 
ftseif that needs a fair bit of 
Anglicising. 
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filh the Smug One, but realiso 
that argument will only damage 
my neural circuitry further and 
accede to his demands. Why do I 
all ow my se lf to sink so Tow? 

The play-off begins, and with- 
in seconds the air is full of 
plaintive whistles as Androids 
roam the surface of the planet, 
seeking to destroy the man. I 
note that my challenger appears 
to be moving in synchronisation 
with the Rignall, By the nnd of 
the first wave, however, Rignall 
Is fifty points in the lead ... a tiny 
advantage, when the game is 
being played 10 100,000, I con- 
centrate on remaining calm, 

Th© gome progresses, and Mr 
Moss shows his style, resorting 
to the Smart Bomb only occas- 
ionally. At a measly 4,210 points, 
he Joses his first life though, and 
Rignall Smirks, as he is still in the 
lead after the second wave. 

Moss persists, he is not to be 
put off by such minor disasters 
as loss of lives. Two more go in 
quick succession, at 12,170 and 
13*780 and f wonder if Mr Moss 
has lost his touch I must remain 
calm at ail costs. 

Rignall, meanwhile is gently 
edging further into the lead, 
ducking and weaving between 
the Planters and dealing with the 
Nomesites with apfomb, I notice 
that yet another life departs 
from the Andy Moss screen as 
he nudges over the 27.000 mark 
— an d at the end of the Trailer 
wave he is rseai iy 10.000 points 
behind. 

Joy t Before I have time to con- 
template the consequences of 
failure on the part of Mr Moss, 


Rignall loses his first life at 
37.260, He is obviously rattled, 
and plays less well for some 
minutes as he tries to come to 
terms with the stupid slip he 
made. Andy makes up ground 
rap idly, encouraged now he 
knows that Rignall is not perfect 
— as if he we re! 

Again, Rignall loses a fife, this 
time a; the half way mark of 
50,720, The gap between the 
two contestants narrows to 
5,000, and Andy marks the 
51.000 bv losing a life, this time 
at virtually the same instant as 
Rignall, But as Rignall com- 
pletes wave six, he pushes his 
lead to 6,000 paints. By the end 
of wave seven Andy is trailing by 
some 10,000 points 

My physique has not fully re- 
covered from the demands my 
emotions and anger have made 
upon it, and while the rational 
side of my being attempts to 
remain calm, I sense that my 
hearts are beginning to pound 
erratically as ihe prospect of 
another defeai for my chal- 
lenger looms in front of me, 

Further lives are lost by Andy, 
as he nudges over the 70,000 
mark and as Rignall approaches 
the 1 00,000 mark I notice that my 
Coventry Challenger is about to 
concede. He places his joystick 
on the table and leans back as 
Rignall hits 101,430 on wave 
nine. 

It is, after all, the best of three 
games, I remind myself force- 
fully, My Challenger merely has 
to reach 1 00,000 before Rignall 
twice, and he will become the 
appfe of my vision units. Ho CAN 


M 

M 

M 


On the appointed day. Andy 
Moss turns up with his own joy- 
stick — ■ the mark of a true pro- 
fessional, An Arcade Artisan 
becomes familiar with his joy- 
stick, wearing patterns into its 
mechanics wrlh prolonged use, 
which means i; responds mr 
easily and feels comfortable lu 
the hand that uses it. He also 
arrives with a colleague and 
moral supporter by the name of 
Chris . . . this bodes well. Rignall 
will be fazed by this two-onto- 
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one approach lo playing Drop 
zone and I insist that ihc frai 
bodied degenerate be supplied 
with an ofd and unresponsive 
joystick to handicap his abflittes, 
Rignall responds by Insisting 
that the noxious Gary Perm be 
allowed to sit next to him 
throughout the play-off, which 
will be over three games, the 
first to reach a.score of 100,000 
being the victor, I lose patience 
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CHALLENGE 
















do it, I will myself to believe, He 
WILL do it. i concentrate on dis- 
missing the negative waves 
which J foe! coursing through 
my being, and think positive 
thoughts os Garnrr Two com- 
mences: . _ . 
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GAME TWO 


My confidence seems justified. 
At the end of (he first wave. 


Andy is just ahead of the slimy 
ffiflha.lt. All goes well until Andy 
reaches 8,760 whereupon lie 


loses a life. A minor setback, at 
this stage I remind myself , . 
and he seems unperturbed. 
ffiflnalL meanwhile finishes the 
second wave, and Joses some 
time by glancing over at his 
opponent's screen. Rignall pro- 
ceeds through the third wave, 
finishing just as Andy loses a 
second life at 1 5,670. More tirhe 
is wasted by Rignall whose ego 
is so massive that ho cannot 
resist watching my Challenger. I 


begin to wonder if Rignall 
□faying with myself and Moss, 
bluffing and taunting us. I feel 
pain 

The first Rignall life is lost as 
he reached 28,260 — is he taunt- 
ing us. or is he slipping, his con- 
centration subvened by his ego? 

hope it will prove to be the 
latter. 

Wave three comes to an end 
for my Coventry Challenger, and 
he is almost ten thousand points 
behind. 1 begin to fear for his 
chances of success, He is a wave 
behind the 1 puny Rignall . but 


catches up with a spurt of high- 
speed play which redresses the 
balance somewhat. Rignall 
loses his second life at the 
41,000 mark as Moss finishes 
Wave four 

Aha! Rignafl Joses yet another 
life, having gained less than a 
hundred points. He could be 
losing his touch — rfnis delitror- 
ate teasing on his part could well 
cost him dear. His fead dips to a 
mere 7,000 points and Andrew is 
playing well. 

Another Rignall life lost — oh, 
that this was happening for real 
on the surface of an airless 
planet I divert my anguish by 
remembering my last session 
wilh the Halfgciputer. Maybe I 
will be able to project my 
thoughts with sufficient power 
to interfere with the processes of 


Rignall's tiny mind end distract 
him I can but hope, 

Rignall loses yet another life at 
52,960 — perhaps my ploy is 
working, ( must continue to 
project the image of an oxygen- 
less wimp, scrabbling for life 
sadly REgnail is still 1 0,000-odd 
points ahead at this, the halfway 
mark. 

Andy intjulges in some very 
nifty iVemesite shooting, and by 
i he end Of wave six he r s short- 
fined Rignall's lead to a mere 
5,000 points. Good. My strategy 
appears to be working, 

My challenger is catching up, 
ffignafl is a mere 3.000 In front 
and they are both battling 
through _ Wave seven. They 
finish almost simultaneously 
and Andy takes the load ! 

I must refrain from thinking 


If . : 
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pleasant thauy l i ts . ] must con- 
centrate on interfering with 
RignaH's mind patterns ... no 
I've allowed my concentration to 
lapse and Rignall sneaks a slight 
lead during Wavs eight 
Andv nudges into the lead . . , 
he's holding onto it . . . Wave 
eight is over, Rignall is first to 
complete it, but has lost the lead. 
Into Wave nine and Rignall is 
frantically hitting the space bar 
to activate smart bombs In a last 
ditch attempt to hit the hundred 
thousand. There are but a few 
points in it .1 can't stand the 
pressure and feet my two hearts 
beating ugamst one another, My 
constitution cannot put up with 
this punishment 
I stump, drained, as Rignall 
hits 101,940 as Andy touches 
Over 99,000, It is over again, and 
yet again I am made to appear 
foolish. I have no more to say. 
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1985 (Ma&tertronic) 

22,982 Nell Rolls, Wethersfield, 
Essex 

19,159 Derek Holmes, Wallasey, 
Merseyside 

BLUE MAX (US Gold} 17,980 
Phifip Desmond. Chelmsford, 

E 5S0X 

15,550 David Neale, Walsall, W 
Midlands 

15.500 Julian Rignall, ZZAP! 


BEACH HEAD (US Gold) 838,200 
Michael Chappell, Kent 

758.000 Cariton Walls, Norwich 

716.000 Jason Latiff, Middx 

BEACH HEAD II (US Gold) 

1,101 ,200 Julian Rignall, Z2API 
989,500 Gary Penn, ZZARf 

BOUNTY BOB (US Gold) 

339.000 Michael Orwel, Bog nor 
Regis, W Sussex 

273,320 Andrew Grifo, 
Manchester 

252,390 Jason Belt, Prestwood, 
Bucks 


CAD CAM WARRfOft (Taskset ) 

6.175 Mark Coleman, Blackburn, 
L^ncs 

3,251 Philip Desmond, 
Chelmsford, Essex 

CONFUZION (Incentive) 

13,300 Julian Rignall ZZAP] 

CAULDRON (Palace) 

160.000 Darren Smith, Suffolk 
31,250 Gary Penn, ZZAP! 

CLUMSY COLIN (Masteitronie) 

127,187 John Billet, Suffolk 

CHICKEN CHASE (Firebird I 

973,425 D J Murray, 

Hovering ham, Notts 
923,643 Paul Yendall, Exeter, 
Devon 

630,891 Julian Rignall, ZZAP) 

CYSOTRON (Animal 

1,250,000 Stephen Blidgeon, 
Manchester 

436.200 James Thomas, 
Fishguard, Dyfed 

386.200 M O'Reilly, Rishton, 
Lancs, 

DEFENDER (Atarisofll 

3,005,675 Gareth Baron, :, yne 
and Wear 

3,000, 1 50 Julian Rignall, ZZAPI 
2,628,125 Jason Page, Swindon, 
Witts 

DIG DUG (US Gold) 

879,500 Julian Rignall, ZZAP! 

1 75.000 Phi rip Desmond, 
Colchester, Essex 

DAVID'S MIDNIGHT MAGIC 
(Ariel asoft) 

1,342,310 M Watkins, Newport, 
Gwent 

1,222,210 Malcoim Stratton, 
Berkh a ms! ead, Herts 
598,530 Gary Penn, ZZAPI 
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Steven Chapman 

(author of ‘Quo Vadis’) 

For those in search of the next 
step in 3D graphic adventures 


Commodore 64, £9.95 tape, £12.95 disk 



12/13 Henrietta Street, Covent Garden, London WC2E 8LH Tel: 01-240 1422/7877 Telex* 892379 



QUO VADIS fThe Edge} 

2,967,100 Michael Bradshaw, 
Gorn&raL Cleckheaton 

2,750,650 Michael Shaw, 
Durikin, Cheshire 
1,665,800 Tom Mcfceo, Ross 


H. E.R,0. (Activision) 

1 >000,000 Mark! Bonner, East 
Lothian 

1 j000;000 Andrew Carr, 
Doncaster 

I, 000,000 Chrfs Hal), Tyne and 
Wear 

JUMPJVIAN (Epyx) 

156,300 Paul Campbell, 3M 
Ireland 

KONG STRIKES BACK (Ocean) 

2 ,07 1,210 Drew Ffodge r, 
Dunbartonshire, Scotland 
2,030,795 Jon at ha n S m fth , 
Newport. Gwent 

MR DO (US Geld) 

45 1 .650 And rew M qss, Cove n l ry 

NIGHT MISSION PINBALL 
(Broderfaund) 

3,594,850 Julian Rignall, ZZAP? 
1,055,090 M O'Rielly, Rishton, 
Lancs 

PITFALL H (Activision) 

199,000 Mark Hardy, Norwich, 
Norfolk 

199,000 Mark Bishop, Kernel 
Hempstead, Herts 

PASTFINDER (Activision) 

380,190 Jonathan Bet hell Eaton 

Bishop, Hereford 

342,690 Paul Montague, Eaton 

Bishop, Hereford 

223,355 Atari Ireland. Currie, 

Midlothian 

POLE POSITION (US Gold) 

134.650 Julian Rignali, ZZAP! 
124.46Q Andrew fia 1 1, Gwent S 

es 

122,270 David Simmons, 
Norwich, Norfolk 


DR0PZONE [UK Gold) 

t. 560,500 Julian Rignall, ZZAP! 
1 ,394 r 95Q Warren Crargie, 
Edinburgh 

1 ,202,530 Gary Penn, ZZAPf 

EVIL DEAD (Palace) 

953,200 Stephen Jackson, 
North wich, Cheshire 

ENTOMBED (Ultimate] 

Finjshed 0.38 Gary Penn! 
Finished 0,40 Julian Rjgnall, 
ZZAP! 

Finished 0.41 Mark CahaJane, 
Bromley, Kent 

ENCOUNTER (Novagen) 

400.000 Stephen Bfidgeom 
Manchester 

431,700 Kevin White, Yeovil, 
Somerset 

320.000 Ju fie n Rignatl, ZZAP! 

FRAKI64 (Slate so ft] 

99,600 Stuart Jefferson, Surrey 

FORT A POCALYPSE (US Gold) 

89,950 Julian Rig nail, ZZAP I 
89,540 Gareth Baron, Tyne and 
Wear 

80.000 Brian Osbourne, 
Guildford 


ROLA NDS RAT RACE (Ocann) 

94*950 Beverley Tumbu I L 

Colchester, Essex 

47,400 Mark Taylor, Stanford-le 


Hope, Essex 

43,050 Gary Penn, ZZAP I 

ROCK W BOLT ( Adivisian) 

•S 1 36, 905. 2 5 Gary/ J ul ian ( re I ay ) 
ZZAP! 

521 ,377.25 M O'Reilly, Rishton, 
Lancs 

$5347.15 David Brown, Hayes,, 
Middx 

RESCUE ON FRACTALUS 
(Activision) 

02,260 Rachel Watson, 
Aberystwyth, Dyfed 

RAID ON 8UNGEUNG BAY 
(ArioJasoft) 

36,850 Simon Perry, Woking, 
Surrey 

STAR WAitS .Parker Bros) 

50,009,384 Julian. Rignall, 
Z22AP1 

46,075,347 Wiliiam Love, 
Renfrew, Scotland 

36.000. 000 Paul Johnston, 
Earlston, Berwickshire 

SLINKY (US GoW) 

100.000. 000 Julian Rignall, 
ZZAPf 

6,790,500 Jim bo Thomas 
Fishguard, Dyfed 

918,000 Zeno Win kens, 

C u r rucJoe, Co Wexford 

SUPER PIPELINE II (Task Set) 

1 23,400 Warren Craig ie. 
Edinburgh 


GOGO THE GHDST {Firebird) 

83,532 Alistair Russel. Frome, 
Somerset 

7 7,70 1 R ic ha rd A r>d re ws , 
Stoneleigh, Sussex 

GUARDIAN (Aliignta) 

1 ,020,950 Julian RignaK, ZZAPl 
592,600 Andrew Moss, Coventry 
467,350 Khalitf Mirta, London 

GHOSTS LISTERS (Activision) 
52,000 Craig Dibble, Droitwich 
Wo res 

46,500 Rachel Watson, 
Aberystwyth, Dyfed 
45,QCN0 Warren Minton. Luton, 
Herts 


FLIP AND aOP (Statesoftl 

395,000 James Thomas, 
Fishguard, Dyfed 
34*205 Darren Ay I ward, 
Darrford, Kent 

GYRUSS (Parker Bros) 

24 , QQQ,QG0 J Imbo Th □ m a s, 
Fishguard, Dyfed 
1 .360,900 William lave, 
Renfrew, Scotland 
1*784,550 Julian Rignall, ZZAP! 
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Yea, I'm ready to challenge the 2zap champion on the following games. 

**•****■" - Score '■ J ► ► ■ +#! !* 1 PHI PH I Level reached 


Graphics] 

5,765 Rachel Watson, 


Aberystwyth. Dyfed 


TRACK AND RELD (Konami) 

560,250 Julian Rignall, ZZAPl 
31 5 T 400 Adrian Quiben. London 





599,200 Phitip Wilson, Belfast 
104,240 Gareth Baron, Tvne and 
Wear 


TRASH MAN (New Generation) 

27,628 David Barrington, 
Weston-Su per- Mare 
27,393 Stephen Watson, Birttey, 
Co Durham 


WAY OF THE EXPLODING FIST 
{Klelb Hse) 

497,600 Gary Penn, ZZAP I 
243,100 Dean Brown, Belfast 
24 T, 700 Julian Rignall, ZZAPf 




202,000 Julian Rignall. ZZAP! 
62,500 Boston-, Lines 


UP W DOWN (US Gold) 

212(350 Rachel Watson, 
Aberystwyth, Dyfed 
198,030 Khamsin Tophi, 
Wo I verhampton 
183.890 Michael Murray. 
Birmingham 





There's a multitude of flight simulators 
available for the 64, some cheap, others very 
expensive, so the ZZAP! team decided it was 
high time to have a took at them to separate * 
the best from the rest. ,/, 



We've given them specialised ratings to tell you all you need to 
know; Graphics rate the overall look of the simulator, how well 
den lied the controls are and how exerting the graphics are. Inter' 
action is how interesting it is, complexity of controls and whether 
there are special features in the game tike missions or ait port to 
airport runs. Authenticity speaks for itself — how real does the 
simulator feel and do the controls look and act realistically? Overall 
takes into account all the above ratings, the price and whether we 
consider it worthy of spending your hard earned dosh on. 


JUMP JET. 

Anirog, £9.95 cass, 
£11.95 disk. 

This is a jet simulator although 
the only one which is breve 
enough to try to simulate the 
VTQL Harrier. There's quite a 
few novel touches to make it dif- 
ferent from the others and this 
one contains several difficulty 
levels which Is quite an unusual 
feature for a simulator. 

There are five levels: Practice, 
Flight Lieutenant, Squadron 
Leader, Wing Commander and 
Group Captain. Each level repre- 
sents a number of warnings, 
practice starting with an unlim- 
ited number and Group Captain 


with only five, A warning is 
given forbad flying, for example 
you'd get a warning for flying at 
nigh speeds with your flaps 
down, You get a warning for not 
rectifying the situation within a 
few seconds. If, for example, on 
Group Captain level you get five 
warnings then you'll be forced 
to bail out and your plane will 
crash. 

There is a mission to seek and 
destroy any planes within a 
certain radius of the ship which 
you land and take off from on 
every game you play, although 
the program allows you to tafee 
off and just fly around the ship 
as well. 

All the features of s Jump Jet 
are here, including a useful 


radar screen on which you can 
see the enemy plane and your 
ship. You also can access con- 
trol of a cursor which when used 
will take your plane on autopilot 
to the area chosen with the 
cursor. Take-off and landing 
from the ship is made easier by 
two special screens, the first 
, Containing a side plan view of 
the deck and the second a side 
view from two angles of the ship 
which come into action auto- 
matically. 

The graphics aren't too bad 
although the plane doesn't 
seem to act realistically and the 
horizon doesn't tilt when you 
bank. The sound is rather awful 
and unrealisic although there is 
a fantastic piece of music on the 
title screen. 

Graphics 4t% 

Interaction 83% 

Authenticity 37% 

Overall 42% 


GUDER PILOT 

CRL, £9.95 cass 


This novel flight simulator is the 
only one which tries to tackle the 
comparatively leisurely art of 
flying a glider, Controls, com- 
pared with a usual flight sim- 
ulator, are pretty sparse and si- 
mple although this is what you'd 
expect from a glider. 

The idea of the simulator is to 
fly the glider round a 160km 
triangular course in the fastest 
possible time. To do this you 
have to make use of the rising 
warm air currents, or ‘therm als ? , 
utilized to your advantage to 
keep you aloft. When you start 
you are automatically put at an 
altitude of 3,000 feet (no take off! 
and can select whether to go 
Over the starting line or just float 
happily round the heavens. 

Finding thermals isn't too dif- 
ficult once you've mastered 
them 3rd you can stay in the air 
almost indefinitely with just a 
little practice. Landing is very 
tricky and has not yet been suc- 
cessfully achieved by anyone as 
yet. When you land, or crash as 
the case may be, you are given a 
barograph of your performance 
and the time taken for your 
flight. There are several preset 
weather conditions or you can 
define your own, making less 
thermals etc, which makes the 
game harder. 

The graphics are rather slow 
and the horizon takes ages and 
ages to update giving it a really 
unrealistic feel. Whilst the title 
screen is on, a nice piece of 
music plays but during the game 
the sound reverts to a brain- 
numbing alarm when you hit a 
thermal. As flight simulators go 
this is rather boring and uncon- 
vincing and there are many 
better ones for a tenner. 

Graphics 43% 
interaction 71 % 

Authenticity 32% 

Overall 31% 

SPtTFSRE40 

Mirrorsoft, £9.95 
cass, £12.95 disk 

This is the second of two Spitfire 
simulators that are available for 
the 64. This one contains a few 
new features making It reason- 
ably different from US Gold's 



JUMP JET 
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separate modes to choose from, 
two of them allowing you to 
practice for aerial combat. The 
two practice modes are take-off 
and landing practice and 
combat practice. The first mode 
lets you take off, fly about and 
generally get the feef of the sim- 
ulator. When you try combat 
practice you are put straight into 
the air behind an enemy plane 
which you can shoot down. 
Once it has been brought down 
another one appears, i hey Ye all 
easy to shoot and they hardly try 
i to move out of range. 

With true combat you are put 
in a war situation where you 
have to accomplish seek-and- 
destroy missions. Every time 
you complete a certain number 
of missions you get a promo- 
tion, the idea being to reach the 
position of Group Captain VC 
DSO DFC. To make the task 
easier you can save your pro- 

S jress as you go along in the 
oriTi of a flight log. 

During flight there are two 
views, one from the cockpit 
window and the other an excel- 
lent instrument panel. You can 
switch between the two quickly 
although it becomes a bit of a 
pain, me graphics on the instru- 
ment panel are really superb but 
unfortunately the rest of the 
game is pathetic. The enemy 
planes look totally unrealistic 
and horizon update is so ridicu- 
I lousiy slow it makes accurate 
flying most difficult. The sound 
gets highly annoying, the un- 
realistic high pitched whine 
going right through the head. 

Graphics 50% 

Interaction 67% 

Authenticity 34% 

< Overall 33% 


! DAMBUSTERS 

US Gold, £9.95 cass, 
£14.95 disk. 

This is. b really big selJer thanks 
to its impressive graphics and 
sound Thera are several 
screens of action and you take 
the role of every man that is 
needed to fly a Dam busting 
Lancaster bomber. 

Each screen is accessed by 
using a number on the key- 
board. Using ail these screens 
you have to fly over to Germany 
in a simulation of the actual 
dam busting raid, blow up the 
dam and return home sefely. 

There are six screens inside 
the plane, pilot with a view out of 
the front of the plane, front and 
tail gunners, bomb aimer, nav- 
igator and engineer. If you 
switch to the pilot screen then 
you can actually steer the plane, 
allowing you to set a course or 
fly round enemy installations. 
On the navigator screen you are 
shown a large four-screen map 
of Europe which you have to 
uses to guide you to the dam. 
The two gunner screens are 
used when you're being attack- 
ed, you take control of the guns 
automatically as soon as you 
enter this screen, and you can 
shoot down enemy planes and 
barrage balloons. You can also 
take out the searchlights. The 
bomb aimer screen is only used 



FUGHT SIMULATOR II 

when you are approaching the 
dam, using this screen then 
allows you lo switch on the 
aiming lights and set the bomb 
spinning. The engineer's screen 
gives you control of the engine, 
when you're on this screen you 
can boost or lower the output of 
the engines and also switch 
them off or put a fire extingu- 
isheronthem if tbeyVe been hit. 

The program allows you to 
practise bomb runs, start over 
the English Channel or go for a 
full mission starting on Stan- 
stead Airdrome. The graphics 
are excellent and well above the 
standards of a normal simulator 
and the sound is marvellous too. 
Overall this is one of the most 
gripping flight simulators to hit 
the market and certainly rises 
above most in its cFass. 

Graphics 80% 

Interaction 86% 

Authenticity 82% 

Overall 81% 

FUGHT 
SIMULATOR n 

Sublogic, around £35 
from various 
importers eg: 
Zoomsoft 

Flight Simulator Alias long been 
regarded as THE flight simulator 
on a home micro by those who 
have actually seen it. It was 
never officially released in this 
country, as no-one seems to 
have considered marketing it for 
some reason or other, but thank- 
fully it isn't too difficult to get 
hold of through various 
importers. 

Flight Sim If puts you in 
control of a Piper PA-28-181 
Archer II single engine, non- 
retractable gear aircraft, and I 
mean control. There are an in- 
credible range of controls and 


options — too many in fact for 
your average armchair pilot |l 
don't mean that in a detrimental 
way, as FSff is not really aimed at 
your average armchair pilot) — 
Ft's a true flight simulation in 
every way. From the packaging 
through to the program itself. 
The presentation is fabulous 
and the package comes com- 

G lete with a Pilot's Operating 
andbook and Airplane Flight 
Manual, a Flight Physics and 
Aircraft Control guide (with an 
introduction to aerobatics), area 
charts (of Seattle, Los Angeles, 
Chicago, New York and Boston), 
a flight reference card (with a 
summary of controls), some 
notes on the program and an ad 
for Night Mission Pinball I 
The Pilot's Handbook is a 
rather thick manual that basic- 
ally takes you through step by 
step stages on how to fly the 
plane. There's e complete run 
down on all the features of the 
plane and screen layout and 
instructions on how to fly 
around the world using the 
charts provided. There are even 
notes on environmental factors, 
turbulence {and how to cope 
with any adverse conditions), 
gliding . . . the list is nearly end- 
less as the manual covers 


other adjustments, 

The view is the usual outof the 
cockpit one and the graphics are 
of the 3D vector variety. The 
update on the graphics is a little 
stow but doesn't affect the game 
too badly. Instrumentation is 
well defined and in abundance 
but is initially daunting to look at 
and comprehend. The instruc- 
tions help here though, and 
soon you get to feeling at home 
with the whole thing. 

The Flight Physics manual 
gives a full introduction to the 
properties of flying a plane and 
the terminology used. It also 

a ives eight comprehensive 
ight lessons from turns to 
approaches. 

Flight Simulator H is a truly 
wonderful flight simulator with 
plenty to see and do to keep you 
on your toes. It may seem very 
expensive hut the quality of both 
package and game seems to 
justify its high price, 

Graphics 91% 

Interaction 99% 

Authenticity 96% 

Overall 98% 


FLYER FOX 

Tymac, £9.95 cass 
£14.95 disk 


every 

aspect of flying that you could 
ever wish, and need, to know. 

The program allows you to fly 
around the world and across 
American cities with full views 
of any prominent landmarks 
(which yon can actually fly 
arou nd ! ) , for exam p Is th e Statue 
of Liberty in New York. There is 
also a 'World War I Ace 1 option 
which gives you the chance to 
take part in a 3D aerial battle 
game involving bomb runs and 
dog fights with computer con- 
trolled enemy. 

Controls are numerous and 1 
cover all those necessary and 
more. One or two joysticks can 
be used to manouevre the plane 
and the keyboard is used for 


Although not strictly a flight 
simulator, Flyer Fox merits 
some mention as it does put you 
in the flying seat of a fighter 
plane and is a flight sim of sorts. 
It is, technically, a shoot-em-up 
and it is for this reason that there 
aren't any flight controls other 
than (he joystick (used to bank 
left and right, dive and ciimb or 
fire), 

The object of the game is to 
protect a commercial airliner 
from a group of Mig fighters as it 
makes its way through inter- 
national Skies. You start with a 
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THE fabulous 


CASSETTE SO fS AVAILABLE ON 

QUSBab ATARI dragon electron 

WIG £K) ORiC-1 Zxtn ^cjapta Atmos 
Spectrum commodore « mmm 


Superb view of a cjrid-lin^ri land- 
scape and sre taken up, through 
the douds r to meet the jumbo 
face to face. Suddenly, a rather 
garbled bit of speech from the 
airliner teds you that it's under 
attack. You quickly consult your 
radar and find that four JVligs are 
hacking their way towards the 

K iane so it's off to battle b „ , You 
ave to destroy all enemy fight- 
ers in the area before your fuel 
runs out to move on to higher 
levels and faster and more 
aggressive fighters (they fire 
back}! 

Instrumentation consists of a 
few dials and gauges as an aid to 
play. As weH as the radar there is 
an artificial horizon indicator, a 
compass * (to indicate your 
general direction and to help 
you locate the jumbo), and an 
altimeter. There is also a status 
line that gives you information 
regarding the condition of the 
airliner In the form of a small 
scrolling message on the Instru- 
ment panel 

Occasionally there are radio 
transmissions from the jumbo 
to add to the atmosphere but 
even though the speech Is rather 
unclear and poor, it does actual- 
ly work effectively. Graphics are 
of a high standard on the ground 
but consist of little more other 
than a few planes fn the distance 
and a detailed instrument panel 
Ffyer Fox is a good shoot-em- 
up that will appeal mainly to 
arcade gamesters rather than 
flight sim fans. 

Graphics 79% 


Overall 70% 

FIGHTER PILOT 

Digital Integration 
£9.95 cass, £14.95 
disk 


This is another jet simulator 
which follows a similar, if less 
complicated approach to jet 


flight than US Gold's F- t5 Strike 
Eagle, even if it simulates the 
same plane. 

The program has a three prac- 
tice modes which can be chosen 
at the start of each game, First of 
all you can try landing practice. 
This mode puts you six miies 
away from the airport runway, 
tending sounds quite simple — 
it s just a case of lowering your 
flaps, reducing throttle and 
keeping on course. Actually 
doing it is quite another matter, 
however. There are things iike 
lowering the undercarriage at 
the right moment, adjusting 
with the flaps to compensate for 
the increased drag as well as 
everything else involved in 
landing, and all happening at 
high speed. StiN, it gives you a 
good chance to get to know your 
way round the controls. 

Flying training puts you on the 
runway and you have to take off. 
Taking off actually is a fairly 
straightforward task, simply put 
your throttles up to maximum 
and when you're hurtling down 
the runway at a fast rate pull 


FLYER FOX 


FIGHTER PILOT 


Commodore 64 

Only you can save Europe from 
dost rue iron I It's ROCKET LAUNCH, the 
thrilling mar grime that rn produces a 
European map. More ambitious 7 Try 
rescuing your craw under an ultrafair 
GALACTIC ATTACK and escaping hack tn 
your spaceship! Just two uf the great 
games an your Cassette 50, featuring 
high rnsnluliun and user defined 
graphics, sprites, sound and music. 
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back on the joystick. 

The final practice mode is air- 
to-air combat. You start in the air 
just behind an enemy craft and 
once you've shot it down you 
can use your radar to seek and 
intercept any other intruding air- 
craft and if you find them snoot 
them from the skies. The prac- 
tice mode a iso lets you land for 
rearmament and refuelling if 
you so wish. 

The final mode is a fuily 
fledged simulator mode. You 
start off on the runway of your 
own airfield and you have to 
patrol the skies around four air- 
fields defending them from 
enemy attack The bases are 
your own and outlying bases 
Tango, Delta and Zulu. You are 
alerted to any enemy planes and 
it's your job to seek and destroy 
them. 

On the whole the simulator is 
quite exciting although the 
screen display itself m rather 
small. The graphic update on the 
horizon isn t too fast but doesn't 
detract from the game too 
much. There are four skill levels 
end you can also toggle blind 
landings, crosswinds and turb- 
ulence on or off to add a little 
spice and difficulty to the game. 

Graphics 76% 

Interaction 67% 

Authenticity 73% 

Overall 73% 

SPACE SHUTTLE 

Activision, £10.99 
cass, £19.99 disk 

The packaging that comes with 
this simulator is very impress- 
ive, the instructions being in a 
sort of fNght manual booklet 
These instructions, although 
comprehensive have a short 
precis at the bottom of each 
page for those who aren't too 
keen on bulky reading. 

Also included in the pack- 
aging is an informative booklet 
about the actual Space Shuttle 
itself written by a real Shuttle 
pilot. 

The simulation has three set* 
tings, a demo mode, shorter 
(mainly computer controlled) 
flight and a fully fledged man- 
ually controlled flight mission. 

The idea of the simulator is, 
starting on the launch pad, to 
blast into space and dock with a 
satellite, fix it, return to earth 
safely and land. When you start 
the simulation you have a view* 
through-the -cockpit, the only 
trouble is ail you can see are 
clouds. This is because you're 
pointing straight up in the air! To 
start, initiate trie countdown and 
start the rockets and boosters at 
the correct time to blast off. If 
you do that correctly there's a 
minute's wait until you get into 
orbit — a really good series of 
effects which add a lot of realism 
to the game. 

Once you're in orbit you've 
got the difficult task of locating 
the satellite and getting into the 
same orbit as ft is using, Once 
you have done that, then you 
can open up the cargo bay doors 
and bring it in. Coming down 
from orbit to earth is a tricky 
operation and requires much 
skill to stop the shuttle from 



SPACE SHUTTLE 



SOLO PLIGHT 


burning up. 

Overall this is a very classy 
and much underrated flight sim- 
ulator that provides a great deal 
of challenge, excitement and 
realism it's definitely the best 
shuttle sim on the market and 
one which deserved a lot more 
Credit and coverage than it 
received! 

Graphics 87% 

Interaction 86% 

Authenticity 88% 

Overall 87% 


SOLO FLIGHT 

US Gold, £9.95 cass, 
£14,95 disk 

This is a highly unusual flight 
simulation since it has a novel 
and exceptional screen display. 
Instead of the usual view- 
through- the- window that most 
flight sims have there's a view of 
your instrument panel with a 3D 
view outside your plane, rather 
like Zaxxan. You can see your 
plane as it flies, banks and twists 


and you can also see the land- 
scape, complete with mount- 
ains, airfields and landmarks. 

Landing and take off are made 
much easier by this display and 
although not totally realistic it 
gives an unusually good impres- 
sion of flying and one to which 
you can really relate. 

There are three very big maps 
to fly round and you choose 
which one to tackle. To add a 
little variation and challenge to 
your flights there are mail runs 
that you can try to tackle and 
which involve quite a bit of skill. 

Starting from a certain point you 
have to carry mail from airfield 
to airfield in a certain amount of 

There are so many flight simulators on the 64 that it isn’t possible to 
get them ail done at one got So we ll be taking a quick look at a few 
more in next month's issue of ZZAP! — Flying even higher . , , 

('Gosh Gary — that fast phrase was a hit corny coming from you 

wasn't it ... ?' 

'Sorry, -Ed, but I have been up ad night to get it finished. ' 

Aha, that's why it wasn't possible to get them ali done at once , ') 

Voices fade quietly into the early morning Ludlow air as a 
Phantom jet fighter from the base near Shrewsbury crashes low 
overhead. 


time. You have to watch your 
speed and fuel consumption 
and also be able to navigate 
properly to complete your 
objectives, 

the graphics are certainly 
very colourful with nice scenery 
(especially when you fly down 
the Grand Canyon) and the 
plane sounds realistic. With the 
novel touches and the excellent 

S 'pe of view of the plane this 
ight sim is really worth the 
money. 

Graphics 87% 

Interaction 88% 

Authenticity 78% 

Overall 
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Seattle -Miami. San Francisco - Washington. 

Or a grand tour of the entire USA . 3000 miles of the most incredible 

road race ever designed for home computers. 






THE GREAT AMERICAN 

CROSS-COUNTRY ROAD RACE 


n vote I’d 


OREGONIAN 


It's a 


tenOW ot e theti^'« L ’ 


£ 9.99 


MILWAUKEE JOURNAL 


ACTIVISION 


HOME COMPUTER SOFTWARE 


TIM 


“ E now j>fj c -- ^ Cassette ana Disk., find AHC Cassette and Disk. Activision UK Ltd, IS Hz? ley House, Maryiebone Road. London NW1. Tel: 01-9351428. 
from selected branches of Boots.. WH Smith, John Meiwes, Lasky*$ r Spectrum, Rumhelows, Wool worth and good computer software stores everywhere 

Coming soon for your Amstrad Also Great European Road Raceforyour Sinclair Spectrum. 
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ZZAP! 64 TOP 30 VOTING COUPON 

(Please write in block capitals) 

Ma me *»•■■« * ™ » a j ■ j « j *. ■ l > L > l . * . * ^ «<.■<. r ■■■ t • ■ ■■.■■.c^i. * „ , ,. 

1 am voting for the following five games: 

r ■ r ’ » V T ■ T ■ ■ 1 ■ 1 ■ * -fa 1 + ■* ■* i r 1 Wt^iiriiaii ■■ p ■ « p ■ a * 4 , 41 t p 4 , 4 

Address 

3 

p « B 1 i* i ■ jut j 1.4 ■ b -j - i |,i riii ■ m m ■ il ■ i r i ■■ ■ ■ nawp i ■ ■ ■ i B j p ■ ■ i a | ■ m B j f ■ ■ 

3 


4 . 

fc 

Postcode * 4 -i -fa t + fa 9 1 fa h # ! fa* + ■ i r H 

5 

in win the £40 worth of software, the games 1 would like are: 
Game (and software house) 

Si 

My T-shi rt size is S/M/L 

ZZAP! TOP 30, PO BOX 10, LUDLOW, 
SHROPSHIRE SY8 1DB 





Play Jack Charlton's 


' ALLIGATA have decided 

to mark the launch of their 
game JACK CHARLTON'S 
ATCH FISHING with a 
competition, open to all ZZAP! 
readers between the age of 9 
and 21. 


It's not that we're being 
ageist, chaps and chapesses, 
but if you win the first prize — 
an adventure holiday — you'll 
just have to fit into that partic- 
ular age range. Comparative 
youngsters and oldsters can 
still enter this competition, but 
they will 1 have to be excluded 
from winning the First Prize. 


The second prize is not to 
be sneezed at — a full set of 
fishing tackle, and fifty runners 
up will pick up a copy of the 
board game version of JACK 
CHARLTON'S MATCH FISHING. 
Not a bad deal all round — you 
only have to be a ZZAPI reader 
to enter, and needn't actually 
own a C64 to enjoy your prize if 
you win! 


Printed on the opposite 
page is a selection of little 
8Wim my beasties — but they're 
nameless. What you've got to 
do is discover the correct name 
for each of the denizens of the 
deep weedy water illustrated 
on the competition coupon, 
AND work out which of them 
doesn't feature in Jack's Game. 
But to make it easier for you, 
poor dears, slaving away at all 
our competitions, we've even 
printed the names of fifteen fish 
to help you get your hooks in! 


'Spot the Fish' with Alligata and you 
could be in with a chance! 
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Out with those illus- 
trated guides to the finned 
world, and get on with a bit of 
scale-spotting 












jack Chariton 2 

Match fishing 
poard(jdM e 

50 exciting prices of this brand new 
family game. Enjoy the excitement of 
match fishing with Rupert Rudd, 

Eric Eel and many other 
characters. 


You know your fish now 
well set you on your 
way to catching the real thing - 
rod, reel, keep net, 
basket, umbrella 
a n d of 
few hints 
from Jack. 


Win a week's adventure holiday packed 
with outdoor fun and sporting activities. 
Lots of laughs, lots of 

excitement - some at it 
to be spent with 
Jack Charlton 
himself. 


5im 

the 

Cfiratete the CumpetitUnn by CEUtenng in the area finwnled ihe n.anie of wrhkh uf the? illustrated 
fbih does not appear m the game fuje GurHorfa btafch Fishing'. 

Then enter your name, address and age and return to 

Software U 4., 1 Orange Street, Sheffield SI 4DW 


'J% identify the folknving fish twm the list below and place the correct identifying letter in 
bote provided against illustration 

teiing 
? '] act 


Competition 

M. Rules 


Rules 

1 All entries must be received try AUigata Software Ltd , fio later than Friday 24th January W&b 

2 The draw for pri»?s wfD be made by Jack Charlton no Jaler then 28th fcbraarv isfft 

3. Because of resin Ct Lons on Ailigata Sfrfl Wirt Ltd. only persons between the «es 9 yis and 
2\m rniy toon the Adventure Holiday - 1st pm*. This wall be taken bdbn? she 3kt Mdv 

to be decided at (he discretion erf Alligata boll ware Ltd, 

4 . ALL employee* of Alicia Software Ltd., their aduerti&ing agonls and NewxMd Puh|k*ttms 
are not eligible fci enter the competition. 




A Bleak 

B Barbel 

C Dace 

D Perth 

E Common Carp 

F Salmon 

G Tench 

H Pike 

I Rudd 

J Crucian 

K Chubb 

Carp 

M Bream 

L Roach 

O Grayling 

N Gudgeon 


! he fish illustrated above that does not appear in |jl k CharUprVs. 

Match Fishing h 

(complete in block capitals please) 


Name 




Address 




ftistcndf 1 

Age 








I 
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WOT A 
MFli! 


R escue on Fractaius has 
been out and about on the 
Atari for quite a while now 
and, under the alternative name 
of Behind Jaggi Lines, has be- 
come almost legendary and a 
game which a threatened Atari 
Owner could always show a 
doubting Commodore owner 
end say 'look at THIS then 
chum'l 

Quite right he'd be too, but 
now Activision have secured the 
rights to the Commodore con- 
version . . . but does it stand up 
to the Atari version at ail? 

Fractaius puts you In a seek 
and rescue situation, Starting 
from an orbiting mothership 
qu blast down to the surface of 
epidf Vad Neroleil Ftahcri, a 
barren planet in one of the dark* 
er sectors of the galaxy. You 
have to seek and rescue pilots 
who've crashlanded and been 
stranded on the surface, surr- 
ounded by the marauding 
J'Haggari Kachatki, an evil 
bunco of intelligent thingies 
who aren't too seen on the 
human race. 

Luckily your Valkyrie fighter is 


I 


The A tari legend has at fast 
been converted to the 64, 
end it's a perfect copy too. 

The sense tion of hying 
through the canyons and 
oyer the mountain ranges 
is ready exhilarating and 
although the colour is a 
rather drab brown the 
graphics work exception' 
ally well. 


equipped with all the latest 
instruments to help you in your 
task, Anti-Matter Torpedoes 
iAMB's} can be fired from the 
front of the craft and. if they're 
on target, will destroy anything 
including heat-seeking missiles 
and gun emplacements. To pro- 
tect you from enemy fire and 
crashing into the rocky surface is 
a Driae mirror shield, this is indi- 
cated by an energy bar, if it 
reaches zero then the next hit 
from a laser blast or bump into a 
rock will destroy the craft, 

You also have the newest 
weapons warning system and 
radar scanner available and 
during the game these are vital 
to your survival. 

When you fly down to the 
planet the first thing that strikes 
you is what a totally miserable 
place it is. The atmosphere isn't 
so fresh either, in fact it's Cyan- 
itric acid gas— not something to 
be sniffed at by any means. The 
surface is horribly mountainous 
with towering peaks and thin 
canyons which you have to 
negotiate to reach some of the 
pilots. 

On the surface are gun empl- 


acements that fire laser beams 
and heat seeking missiles which 
drone around end home in on 
your craft. If a laser blast or mis- 
sile hits you then you'll get a 
considerable amount of energy 
knocked off your supply, 

When you pick up a pilot on 
your scanner move towards it, 
although be careful of any jut- 
ting outcrops of rocks, When 
you get near enough to itthe blip 
on the scanner wrll flash. Land 
and switch off the external 
shield — If you don't then the 
pilot won't emerge from his 
wrecked ship, Once the shields 
are off the pilot will run towards 
ou in perfect 3D, walk round the 
ack of the ship, climb up the 
stairs and bang on the airlock 
door, (f you open the door he'll 
climb in and the door will shut 
automatically. Be careful of not 
switching on your shields when 
the pilots are outside — this will 
kill them, Leaving a pilot outside 
is a good laugh, he/she gets 
really cheesed off and event-' 
ually practically smashes the air- 
lock door in, 

Once a pilot has been picked 
up you can then lift off end 
search for the next pilot. You 


l 


have to collect a certain amount 
of pilots on each level, the 
higher the level the more pilots 
you have to collect. Once 
enough are collected, you can 
return to the mothership, 
although you can stay and pick 
up more pilots for a bigger 
bonus. 

On really high levels you have 
to start rescuing pilots on the 
south side of the planet, the side 
always shrouded in darkness 


Sanaa 

Wm 
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where there isn't enough tight to 
activate your visual display and 
where instrument flying is a 
necessity. 


The game itself is quite 
easy on very low levels but 
soon becomes a real 
toughie, especially on ' 
levels higher than sixteen 
where night flying be- 
comes a necessity. The \ 
sound during the game is 
nice and atmospheric with 
different warning sounds, 
laser blasts, drone of miss- 
iles and when you're pick- 
ing up a pilot — nice 
touches like footsteps / 
i clanking up the stairs, ’ 
thumping of fist on airlock 
and whoooosh as the air- 
lock opens and doses. I 
thoroughly enjoy playing 
this, although i can see that 
some people might well 
find it boring to play. Try it 
before you buy it but I'd 
.strongly recommend that 
v you DO try it. 


/ As you travel over the 1 
I mountains or along the 
f ravines it is difficult to ' 
’ judge the distance of your 
craft from the sides of the 
valley and from the mount- 
ain peaks , your only indjc- 
\ ation of contact and 

f damage caused being a 
smell orange ligh ton the 
right of the control panel. 
Bonuses are obtained by 
.collecting extra pitots or by 
destroying heat seeking 
missiles and the few flying 
saucers that appear which 
means the game requires a 
skillful touch. After my first 
game / found it enjoyable, 
exciting and addictive and 
have returned to it for many 
k more games, ^ 


from the start this game 
imp/esse d me as an auth- 
entic space craft simulator 
on exactly the same fines as 
the older Atari version. The 
graphics are quite impres- 
sive though slightly lacking 
in colour and variety- the 
landscape being contin - 1 
uous dull brown mountain 
ranges. The handling of 
your craft is quite tricky but 
a great deal of help is pro- 
vided by the detailed instr- 
ument panel, additionally it 
also pro vides an accurate 
radar screen on which to ; 
i tr ace the stranded pilots. 


This is a real classic I Ever 
since ! heard the rumours 
of a game called Behind { 
Jaggi Lines on the Atari!' ve 
been dying to see it. At fast I 
have and / wa$n 't 
\ disappointed. The game 
has realty marvellous 3D 1 
graphics and you get a 
good, realistic feel as you 
zoom do wn a canyon. The 
effect of the pilot running 
i towards the ship is j 
* excellent . . . although \ 
sometimes it’s not a 
pitot . , , There's plenty of 
challenge and the 
multitude of levels should , 
\ keep advanced players ( 


ENEMY INDICATOR 
This blue screen is situated in 
the centre of the control panel 
and has a cursor in the middle of 
it- it wijl pick up anything! alien 
and indicate it on the screen as a 
blob. Move the craft until the 
cursor is overthe blob and fire. If 
you have got it right then the 
enemy thing will be destroyed. 

ENEMY LOCK -ON 
This series of dots at the bottom 
of the screen tell you if the 
enemy are tracking you. They do 
this by picking up stray radiation 
from your craft. If they lock on 
successfully then all dots will be 
lit and they will fire at you accu- 
rately and your energy will 
diminish swiftly. To evade lock- 
on fly erratically until the dots 
flash randomly. 


LONG RANGE SCANNER 

This is a radar and has to be used 
as you fly around. It will indicate 
the presence of any stranded 

B lots and show them up as a 
ip on the scanner. You can 
then direct the craft towards the 

E liot and move close enough to 
e able land and pick him/her 
up, 

ENERGY BAR 

When you blast down to the 
planet's surface you have a full 
quota of energy, If you hit the 
sides of a canyon, top of a moun- 
tain or get hit by an enemy laser 
or missile then you'll have 
energy knocked off your total. If 
this energy reaches zero then 
your craft wii! explode and the 
game will end. 


happy. Great stuff if! 


GET IT RIGHT 

There are quite a few controls on 
the panel under the cockpit 
window and all play a vital role 
in the game. 

ALTIMETER 

There are two bars on the alti- 
meter itself, one blue and one 
red. The red one indicates the 
height of the actual landscape as 
you fly over the rocky peaks and 
the blue one indicates 


your 

height, if the blue bar disappears 
then it means you're scraping 
along the surface of the rock. 


Prosantation OS°rp 

Good options, controls and 
rns I ructions.. 


Oraphics 92% 

Fast and Furious wrlh 


Sound 80% 

Cool tunc sand FX 


Sixteen levels and plenl y of 
blasting inte?esL 


VqFljo For Manuy 
BS^fe 

Would be nice is was a bit 
cheaper bu tit's still worthy 


Over ell S !4b 

Excellent shoot-em-up that 
has been worth the wail. 
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None of this boring 'Time for Bed' 
stuff from Gremlin's THING ON A 
SPRING, oh no. And he's a 
hundred times more appealing 
than any other bouncer I know. 

Spring propelled he (she, or 
indeed maybe it) certainly is, but 
the game's al^action boinging — 
programmed and played in 
sensual Bouncearound. 

Leaping through the corridors 
and rooms in a decidedly hostile 
factory, avoiding the meanies, it is 


your task to find and collect 
together the pieces of a jigsaw 
which will save the known 
universe — well the captive toys — 
from a fate worse than death. 

Poor old Thing , . . expected to 
risk rust, and having to endure all 
manner of hardships on the quest 
to save the toys, the fellow hasn't 
even been given a proper name. 

As a Competition Minion, I fully 
sympathise with the chap's plight . 
. . and as GREMLIN GRAPHICS are 


offering 100 limited edition THING 
ON A SPRING T Shirts to ZZAP! 
readers, I feel the only honourable 
thing is to get you to dream up a 
name for the cute little green 
bouncer. 

Send your entries to NAME 
THAT SPRING, PO BOX 10, 
LUDLOW, SHROPSHIRE, SYS 1DB 
to arrive by 12th September, The 
hundred best thing ie names will 
win a Limited Edition T Shirt for 
the senders. Get naming! 
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IAN BOTHAM’S 

MATCH 



Tynosioftp C9.96ca«H, 2 joyaticfcli 


I fflSSinpl? i:J 



ection Of joystick movement 
combined with timing of press- 
ing fire. Once fire is pressed, the 
Stroke will be taken and you can- 
not change your mind, but there 
is a short space after the bowler 
delivers for the batsman to 
assess the Stroke to be played. A 
run is taken by pressing fire after 
the hit and each run taken 
requires a successive press of 
the fire button when the bats- 
men reach the crease or by hold 
ing it pressed all the while. 

The standard means of get- 
ting a batsman out are employ- 
ed, ie bowled, caught, run out, 
caught behind, stumped or 


Between overs the screen cuts 
to the scoreboard end then 
allows neselection of fielder 
placing and bowling type, 


f-fr-'J f ■ 

UiffMd 


\ 


M V 



S /r r i inevitable that 
comparison# wifi 
be drawn between 
this end Graham 
Goo tin's Test Cric- 
ket for a start off it 
is one pound more 
to buy , . , The mem 
difference m the 
game is visual, here the whole 
riefd as wed as the pitch is 
shown, which means the char 
acters are much smaller. They 
are also even btockier and the 
animation is very Umifed result- 
ing in an unsatisfactory feeling 
from the game It does offer 
more control of the various 
p foyers, especially In the f folding 
department but this is negated 
by how finicky ft all is and is not 
helped by the cramped graphics 
resulting from fitting in the 
whofo held on screen. The 
crowds beyond the boundary 
ate merely smalt circular shapes 
that sort of flicker and change 
co/our when they applaud — 
very unconvincing it might 
have been better to ignore them 
altogether. The sound is okay, 
usual bonks from bat end bad, a 
sudden, unconvincing rush of 
applause that fades quite realist 
icatfy however, and# strident to 
tie tune between overs, f didn't 
find the game particularly enjoy 
able, and the price drawback 
makes it a poorer buy than 
GGTC and f think the really sen 
ious drawback is that you do 
have to have two players, each 
with their own jo ysticks 


eing the season, it isn't 
unreasonable to expect 
some cricket simulations, 
and indeed there are two this 
month, both endorsed by 
famous names. 

tan Botham m s Test Match 
offers various length games to 2 
players only : controlling either 
the home side or the visiting 
team. The three games available 
consist of Limited (sixteen 6 ball 
overs). One Day (thirty two 6 ball 
overs) or Test Match (unlimited 
overs r 2 innings per player) , The 
computer provides an 'armchair 
team’ but there is an option to 
select and name your own team 

B layers to make up your side. 

nlike Graham Gooch s Test 
Cricket r the bowling player may 
set the field {except for the 
wicket keeper and bowler of 
course). This allows for the type 
of bowling you intend to use and 
takes account of the batsmen's 
styles. Once placed, the fielder 
must remain where he is until 
the end of the over. 

Bowling comes in four styles, 
fast medium, bouncer and spin 
and these are selected before 
each over for all si* balls, 
although you can change your 
mind if you wish with a reduced 
■chance of success of getting a 
wicket. The four directions of the 
joystick determine which of the 
four types of ball you will bowk 
Having selected a type of bait, 
the bowler is activated by press- 
ing fire and the computer takes 
over. 
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As soon as the bowler has 
delivered a ball a red cursor 
appears on screen below the 
bowlers wicket. This can be 
moved to a fielder and pressing 
fire will put that fielder under 
joystick control so that the 
player can attempt to stop the 
bail resulting from the bats- 
man's stroke. To actually collect 
the ball, the fire button must be 

K ssed at the exact moment the 
and fielder 'collide'. 

Baiting allows for several 
types of stroke, again by the dir- 


Hr % ■ 

MuSFM 


I 1 ?? 


• * ''-£liili r *r?r t tiT - JW 1 

^ • 'ft i S jf 1 j r mUI ‘ f -f > -“ri F p T' f> X» T :] 

FTT/TT r 

r£ iff Jm * ij 1 


PrflRentation 

Some detailed instructions but 
poor to look at and difficult 
controls. 

i Graphics 34^ 

Small, indistinct and poorly 
I animated. 

Sound 31^ta 

Not a lot to have in cricket but 
there are a couple of bits of 
‘music'. 

Hook ability 

Very finicky to play and get into. 

testability 36% 

Fans of the game will probably 
find it boring. 

Value For Mangy 30Ru 

Over priced for what it offers. 

Overall 3 &Pfa 

Even cricket fanatics probably 
won't be impressed. 



U»Ki 

uruc 

Julian's 

ere has 

P&PPFD (XlTfeAftlJ 






score is shown after each over or 
when a batsman is out. There i$ 
also another feature which 
allows cricket teams to be 
loaded in so you can play a\t 
you r fa vou rites — o I d o r RE ALLY 


There are obvious- 
h* tots of cricket 
tons — theyVe a 
breed apart l / hove 
to admit Tm not in 
their ranks, and 
that dogs make if a 
bn hard to review a 
game on the sub- 
jecf objectively. Some sports 
tend themselves to arcade 

games rather well, but i feel 
cricket falls mom into rdd 
st r& ten yt simulation area — 
something which makes it t?ven 
more boring for the lesser 
i firick&t fan. Audiogenic have 
here prodded a game to suit 
both tastes, while at the same 
nme using the S4 r $ graphics 
LdpabiiiUGs to provide large 
characters f crickets been quite a 
popular theme on me Spectrum 
where such extravagant anim- 
ation is a bigger problem). Un 
#w lan Botham, GG's TC opts 
for a presentation that is to miliar 
to Tv cricket watchers, with an 
ovar^-t he - bowler close up view 
of the action, cutting to longer 
views of the field when a bars 
men hits a long shot to the 
boundary, While the players are 
d bit blocky looking, their move- 
m em* ere realistic enough A her 
a hr f of getting into the game I 
came to enjoy it in arcade mode 
— simulation mode, / must say, 
seemed a bit pointless — and l 
think this will prove popular with 
cricket fens end may even tempt 
some Philistines, t think it only 
toir to rate it on its merits as a 
game that must have specialist 
appeal 


MuaiogoniC! csbi, joystick only 


with fast/slow howlers etc and 
can make tactical changes with- 
in your team but once started it 
becomes a sit-back-and-watch 
strategy game with some inter* 
action, If you are bowling then 


you can choose between the 
bowler attacking on the offside 
or the leg side. If you're hatting 
then you can choose between 
defensive, normal or aggressive 
play.. 

Arcade mode is entirely differ* 
ent, you actually take part in a 
lest and bat and bowl as in real 
fife. When bowling you have to 
move the joystick from side to 
side 'Decathlon' style to make 

„. This gave me the 
|L A impression of 
being mem ot ,?n 
1 arcade' person's 

\ ; son of cricket than 
k. say Tim Love's 
Hffjy ChCkei, After a fair 
few pi 3 vs l wasn't 
too impressed as it 
was rattier stow and tfitfn 'f .+/ W 
a great de at of interaction, The 
graphics ere slightly bfocky and 
not exactly that well animsu^f 
but f feel they work weft. Non 
having any true control over 
fielding is a bit silty and disap\ 
pointing but the grime is still 
pot fe playable. Graeme Gooch V 
® ^ brave attempt at a new style 
Of cricket game that gave me 
initial high expectations but 
unfortunately didn't ffuitf- live 
Up to them. 


your bowler de river a fast and 
hard ball. If you want a slow 
delivery then just slow up the 
toggling fora bit. 

When you bat you have to 
manoeuvre the batsman to a 
good position and strike the bail 
by a timely press on the fire 
button. If you get your stroke 
right then you'll knock the ball 
for some runs. Get itspoton and 
you get a four of even a six, 
Throughout the game the 

simutohon seems 

• thing fo achieve on 
^ X ^ W snd to me 
ihfs is about the 
TBPBr best one yet AtM 
though having 
some annoying 
touches like not being abh to 
control your holders tt dues ha re 
some Very good opes. Bowling 
&nd battmg is Quite good fun, 
especially with the wiggle tech 
fugue and the game is extremely 
to use for those uninitiated 
to cricket games. The graphics 
aren't TOO bed although f think 
they could have been unproved 
upon quite a bit Sound is pretty 
poopy with a few clicks, docks 
and shhhhhhhhhtts from me 

crowd when you do something 
clever end there's also some 
speech The gamepfay isn't too 
bad and overall its quite a good 
simulation. The only trouble is 
that it dues get rather boring 


Two types of games and two 
player option. 

Graphics 63% 

Not superbly animated but 
sufficient. 

Sound 38 % 

Not a lot. 

Hookability 69% 

A good cricket simulation. 

Laatabf Itey a i % 

Level nine of the computer is a 
real toughie. 

Value for Montiv 7 E% 

Has quite bit lo offer to 
cricketers. 

Overall 73% 

The best cricket simulation yet. 


ticket simulations on the 
^ _ 64 have been few and far 
between and apart from 
Tim Love’s Cricket and /an 
Botham's there have been no 
realiy notable ones. 

Cricket simulations are quite a 
difficult thing to do, since the 
game itself is a slow and leisure- 
ly one (despite recent develop* 
ments in one day cricket and and 
equipping players with futuristic 
protective clothing to induce a 
feeling a fast danger into the 
game), but Audiogenic have 
added a little action to spice it 
up. 

OG's TC has two playing 
modes — simulation and 
arcade. With simulation one or 
two players can play but in 
mode arcade it's only the one 
player that can take part. When 
you want to play you first have 
to decide how long the match 
will actually be; 4a, 55 or GO 
overs each side. If you're in 
arcade mode then there’s 3 
choice of nine levels of the com- 
puter to battle against. There's a 
squad of twenty men from 
which to choose your team, 
although you have to be careful 
to choose all the correct 
members of the team (ie skills in 
wicket keeping, bowling, batting 
etc), otherwise the team cantt 
play properly. 

When you choose simulation 
you don't actually take part as 
such. You can choose your team 
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TEST 


m 

KENNEDY 

US Gold/M!croproft 0 p Emm.xk disk, joystick only 



MSS? 


A I ir T raffle Control is one of 
I the world's most 
demanding professions. 
Every minute in the tower a Con- 
troller is called upon to make life 
or death decisions for thous- 
ands of passengers and crew- 
members L . . 

So starts off the introduction 
in the booklet to this new sim- 
ulation from US Gold, ATC 
Simulations are not everybody's 
cup of tea, high speed action is 
not the order of the day, but 
lightning fast thinking often is, 
Kennedy Approach offers you 
the opportunity to test out your 
suitability for this demanding' 
job at five different American 
airfields, Atlanta, Georgia, 
Denver, Colorado, Dallas fort 
Worth, Texas, Washington, DC 
and finally the nightmare to end 

^ This is the only sir 
tnaffic contmter 
i _' fijSf program f‘ve seen 
other then 

’C P Hewson's Heaih- 
-* gp5| row ATC, ft's one of 
the few games fvc 
^^▼1 played where the 
speech is more 
than a just a gimmick as it actu- 
ary makes the qarne as good a 
simulation as it is. The quantity 
of speech is Staggering espeo 
ially considering its extraord- 
inary quality, Graphics are 
simple, but adequate and the 
control approach (no pun inten- 
ded > a novel and effective one. 
Personally I find this form ot 
'flight simulation' unappealing 
(although I did derive several 
hours ol frantic fun out of 
Kennedy Approach what with 
planes appearing inconvenient- 
ly out of the blue whilst f was 
trying to organise the flight path 
of others — taxing rs not the 
word!) hut f feel it rs a good one 
that writ certainly please those 
interested in this sort of game 
(Clich&f Cliche/ Senousfy 
though? i mean Hi! 


them afl, Kennedy -La Guardi a, 
New York, New York, 

After loading, you can load an 
already saved game from disk or 
watch a demo. Starting a new 
game is done by selecting a skill 
level (1-5) and a city from the 5 
available. Then it J s time to log 
onto the computer with your 
password These are supplied in 
the booklet. 

Various displays are available 
to you in your job as controller. 
The Control Area Map, which 
shows the overall control area 
for the airport, is the largest part 
of the main display. This is over- 
laid with a grid of dots (1 mile 
apart L brighter ones denoting 
normal air traffic lanes. There 
are entrance and exit fixes 
marked, the places where flights 
usually enter and leave your 
area, as well as the Approach 
VOR Tower, a beacon around 
which flights are made to 'hold" 
or circle until a landing slot is 
arranged for them. Codes for the 
various planes in your area are 
also indicated, with a separate 
graphic to show the three types 
used in the simulation, light 
planes, jet airliners and Con- 
corde, An other vital indication is 
given with terrain features, 
restricted flying areas and 
weather conditions. 

Above the map is the Com- 
mand Line H an area of infor- 
mation in text form. Messages 


from yourself to a plane are dis- 
played here as is the pilot's res- 
ponse. There is also a Flight Plan 


section for every plane in your 
area. They are designated by an 
ID which is made up of two let- 
ters (first fetter of origination 
and first fetter of destination} 
followed by the plane's altitude 
in thousands of feet A clock 
measuring real time tells you 
how long you are into your shift, 
which must end on the dot, so 
you experience ell the real pres- 
sure ot the job? Finally, there is 
an Alarm Area where dangerous 


Contrary io some 
of my fellow Air 
Traffic Controller 
colleagues, I found 
it all loo frighten- 
ingly easy to cause 
rrnd-arr collisions! 


Hewson's older 
Heathrow ATC, another very 
good simulation* where it is 
almost impossible to cause an 
accident rve got a sinking sus- 
picion that Kennedy is mom 
reads tic in this / Realism is the 
word too, the graphic radar dis- 
play is excellent (actually a bit 
tetter broking in black and 
white), and when the constant 
tOO’ing and fro-ing of cross talk 
from the tower and pitots is 
thrown tn , it is easy to fuse your- 
self in this simulation. The 
speech is marvellous, complete- 
ly realistic* and it certainty adds 
a thnii when a calm voice flying 
over 300 passengers suddenly 
announces that there is only fuel 
for three mom minutes r tying 
and you know you can*i get him 
down in time, I'm not sure of 
how many people realty enjoy 
this sort or game, but ids the 
most ‘approachable* one f T v& 
ever played and m absolute 
must for the fanatic. 


situations are reported. 

Issuing commands to a plane 
is made simple with the joystick. 
There are two ways of estabi ish- 
ing contact; you can either type 
in the ID number or you can use 
the joystick to move a cursor 
over the aircraft's symbol on the 
map. Communicating instruc- 
tions about height, heading and 
speed is done tn a similar way, 
by moving the joystick l;eft/right 
or up/down until the required 
figure appears between the 
arrows in the Command Line. 
When your message is transmit- 
ted you hear it as well as the 
pilot's response, 

Kennedy Approach contains a 
large number of variables to 
malte the simulation as realistic 
as possible, and the object over- 
all is to promote yourself from 
the 'graveyard' shirt at Atlanta to 
handling the two New York Air- 
ports on skill level 5, The com- 
plexities it offers make if impos- 
sible to cover them even slightly 
in a review! 


xtkkmt m o^patihg 

' POT AIR nEAFHC < 

FAA 7110.641 D 


/ haven't played 
any air traffic con- 
trol simulations so 
this was quite a 
4 ^ i novel experience. 

The thing that 
realty impressed 
wgg* me about this 

game was the 
speech — absolutely superb and 
lots of it! Apart from the speech 
though, there's hot a tot to keep 
you interested for long, espec- 
ially as you can't even make 
planes collide in mid air or even 
blow up! Perhaps an air traffic 
disaster program would be a 
touch more interesting. 


Good, easy to read, instructions 
and introduction with plenty of 
skill options, 

GrophicB 

Very good for what they do and 
convincingly real. 


Stunning speech, makes up for 
lack of other sounds, 

Hooke b I My 

Control method and instruction 
make it easy to get into, 

LaetabllHty 7B% 

Specialist appeal maybe, but 
five airports should keep you 
going for ages. 

Value* For Mormy 30% 

Good if you like it 

Overall 03% 

Best of its kind to date, and 
offers fun, thrills and spills as 
well as brain expanding. 
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Slinky T-shirts in high quality 
100% American cotton with 
double stitching on neck and 
shoulder seaims for Easting wear 
(sequins are an optional extra 
you It just have to stitch on 
you rself), Adorned with the 
ZZAPI logo and your favourite 
hero, Rockford (well, if you hate 
him r you can always hang the 
shirt up and throw darts at it), 
the T-shirts come in three sizes, 
in pale grey; How can you 
resist, . . 7 


For extra protection against the 
British weather and various 
las^r blasts, how about a ZZAP I 
Sweatshirt. These are tong- 
sleeved, heavy quality and 
fleecy lined with double 
stitching on neck and shoulder 
seams. Colo urfast h machine 
washahfe pale grey and hugely 
improved by the ZZAP I logo and 
(guess who?) the sweatshirts 
also come in three sizes. 


Having got that a lien -terrorising 
torso safeiy covered up H have 
you considered the danger from 
cosmic rays constantly pressing 
down on your head? You have? 
Then it's time to do something 
about it by getting a ZZAPI Cap, 
It probably won’t do much for 
the cosmic rays, but it will telt 
everyone you're a conceited 
snappy dresser and make them 
think you get great scores on 
Dropzone. These cotton 
wonders have a stiffening of 
foam, a reinforced peak and a 
snap fastener at the back to 
ad j u st fo r big heads. O ne s i ze fits 
all (except for 2 million plus 
scorers on Dropzone) and they 
Come in dark blue with a white 
ZZAPt fogo, 


wrist! 


Name . 
Address 


Please send me .... ZZAP! 

T-shirts 
£4.50 each $□ Mil LG 
... Sweatshirts £8.95 each 

SO MG LG 
. . . , ZZAP! Caps £3.95 each 


European orders please add 5Gp> par 
Etem for the extra postage. Other 
countries by application in writing for 
postal quote. 

Please aliow 20 days for delivery 


Postcode 


I enclose cheque/ postal order to ZZAPT 64 for 


ZZAP! 64 MAIL ORDER DEPT., PO BOX 10, LUDLOW, SHROPSHIRE SYS 1DB 
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GREAT AMERICAN 
-COUNTRY ROAD 


Activision, £9. 


£19.9^ dink, joystick only 


your Choice it's into the race , , . 

Racing from coast to coast 
ain't so simple though. Mot only 
do you need to plan your route 
but you need to be aware of your 
surroundings and limitations. 
Police speed traps, changing 
weather and roacf conditions 
and of course the ever present 
pressure of a time limit make 


things that bit more interesting. 
Should there be a police vehicle 
in the vicinity then the handy 
radar at the bottom of the screen 
will bleep madly informing you 
Of the approaching danger. 
Depending upon your urgency 
you can either choose to pass by 
the police slowly and politely or 
attempt to leave them standing 
by speedy and skilful! driving. 
Getting stopped will cost you 


3"‘i /" 


uao 

r yi / 1 / 



Umcr 
DU :t“*U 
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ttati \csc t oi‘ 
/ ./ frtpft I O 
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ith e name of such 
length as The Great 
American Cross- 

Country Road Race you may 
well wonder what lurks beneath 
such a mouthful of a title? Well, 
it is in fact another addition to 
the Pofe Position genre but this 
lime there are overtones of the 
Burt Reynolds film. The Cannon- 
ball Bun (you know the sort of 
thing — a group of speed freaks 
who regularly take part in a high- 
speed race across Ihe States ), 
The game attempts to inject 
new life into the mould by giving 
you the chance to take part in 
such a race — from the West 
coast of America to the East Mot 
only have you gotta get from 


West to East as fast as possible 


but you ha ve ten other racers, all 
as determined as yourself, with 


which to contend. There are 
eight 'fields’, that is, groups of 
ten racers' previously establish- 
ed times, for you to attempt to 
beat and you can choose from 
any of the eight 
Four possible cross-country 
races are offered, three (Los 
Angeles to New York, Seattle to 
Miami and San Francisco to 
Washington! being of the 
straight forward coast-to-coast 
in the quickest possible route 
style, and the fourth is a com- 
plete US Tour, where you need 
to drive through every city on 
the map. Qnce you have made 


isrecious hme, so any decisions 
iiave to made wisely. 


have to made wisely. 

Current road and weather 
conditions are indicated on the 
map screen for advanced warn- 
ing r and driving skills and speed 
need to be adjusted accordingly. 
Snow, rain and fog are there to 
hinder and road conditions vary 
frequently (if things weren't 
tough enough as it is]! 

Continual checks need to be 
made on your fuel, for If you 
should run out you’ll end up 
pushing! Fuel, or gas as the 
Americanism goes, can be top- 
ped up from pumps at 100 mile 
intervals along the route 
though, and advance warning of 


/ had doubts that 
this sort of game 
theme could cont- 
S? ^ i inualty be released 
V — a nd maintain its 
popularity any 
longer. A few 
mBr healthy games 
soon quashed my 
cynicism and by the end of the 
day f found myself enjoy mg this 
racing game as much as any 
other (with the exception of Fit- 
Stop II, but than that is the apex 
of race games to date), The 
graphics are of a good standard 
and although the sound is lack- 
ing in variation and quantity, ills 
stilt tiff active. The new game- 
play elements f such as the 
speed traps, weather etc) and 
new controls fie the gears) give 
the program nec essary original 
appeal. American fload Race 
may not prove popular with 
some and may be discarded by 
others as just soother race 
game, but I think its something 
race fans should at feast take a 
look at 


any approaching pumps is 
given, so that you can slow 
down and pull up in time r 
The route you wish to take is 
planned through use of a map 
screen and any racing i$ done in 
the 3D Pole Position approach 
that has become such g stan- 
dard for race games today. A 
flashing cursor indicates your 


ot a game based around 
the antics of the software 
house of the same name 
but about one of those dudes 
with the funny hats andthe long 
droopy facial hair who generally 
confuse and annoy people. Mo, 
not Winter, this is Merlin the 
Wizard — someone of great 
intelligence, magical skills and 
power and is, above alt, 
extremely cool. 

All the forces of evil (JR inc- 
luded! have joined together in 
an attempt to defeat the greatest 
wizard of all time, the magnif- 
icent Merlin (this guy 's ego must 
be well inflated with this praise 
has getting!, Melvin, sorry 
that's Merlin, must use the 
magic spells at his disposal to 
fight off all these evil creatures 
sent to destroy him. Unfortun- - 
ately he's not got a lot of energy | 
and so to keep him going he r s 
got to concoct a weird brew by 
collecting various magical 
ingredients, conveniently lying 
around, and dropping them into 
his cooking pot. 


MERLIN 


CriHHtive Sparks COperklara], £B, 


CAtttf joystick or key a 


This rather ofd 
fooking game is 
one that quite a lot 
of challenge and 
boredom at the 
same time, the 
game itself is quite 
hard and fast 
being a pickdt-up- 
end'dropdt-m -the-poTwhife- 
shootirig-rhe-nastfes type (go 
on, you know the type) but the 
swiftness wrth which you can 
die is rather disconcerting The 
baddies are very fast and your 
character moves about at the 
same speed as they da giving 
problems in controlling the 


thing. The graphics and sound 
are uefow average and even at 



its price, if doesn't really com- 
pete with other games far better 
and cheaper Seems Ilka it's 
been seen before.., ? 


4# I - 
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t Al first l thought 
this game was & 
little bit too simple T 
later / beaded that 
it wasn't m ad bad 
Then a little later / 
settled on the idea 
that the game isn T 
too barf but it Is 
rather too simple f like the fttosi 
of a Trans— American road race 
set along the fines Of those 
whacky American films with 
Burt Reynolds. The view of the 
race itself is fine and t ha way the 
car responds to the player's 
whims works well, My oven 
riding disappointment rests 
with the lack of plot — wouldn r 
it have been great if the other 
characters fisted as your com- 
petitors at the start of the game 
he'd existed during the actual 

race? Instead all you get is a { 
never ending stream of cars and 
motorbikes that either pass you 
or are being passed by you. 
Whatever happened to the mean 
guys who used to drive up along 
stde you and push you off the 
track? Another thing — it's not 
fair that when my car hits a patch 
of oil ft skids all over the place 
yet everybody else can drive 
through them as if they didn't 
exist There are a few nice 
touches which help make up for 
the game s shortcomings. The 
engme noise and gear change 
work reelispcefly and running 
out of fuel Is a serious problem 
especially when the fuel pumps 
are so hard to Spot On the whale 
this game may be inferior to 
some in ds genre hut then, there 
aren 't that many games that are 
that superior. 

current position on the map of 
i America and you can move this 
cursor to adjoining locations in 
order to sdect a destination. 
Other cars and motorbikes also 
race along the road and you get 


This is easier said than done 
because the evil nasties floating 

■■MB mmmmmmrn 

+***.-**- This game has cert 
sJh similarities in 
L gameplay to fani- 

. ' asy's Pyramid in 

r jF the way that you 
_2dgHk pick up objects and 
drop them whilst 
shooting nasties 
(alright so there 
are quite a few games that in- 
volve this sort of thing bur this 
one feels similar in play). It's not 
by any means a graphic master* 
piece but what there is. Is adequ- 
ate. Merlin lacks anything meaty 
in the way of sound with only a 
few blips and beeps and other 
such things f some music would 
have been nicgl The gome is 
pretty hard and getting off of the 
first screen is difficult. The 
screens don't differ greatly on 
higher levels with only the trees 
and pot shifting position and the 
nasties get nastier but there Is 
some lusting challenge 




this fact! 

One of the original features of 
American Road Race is the use 
of gears. The fire button acts as 
the accefera tor/clutch and gears 
are increased or decreased by 
pushing forwards or back on the 
joystick, respectively. Gear 
changes are not quite so easy 
though, as you must first build 
up enough revs to change gear. 
If you over- rev the engine you' H 
blow it and end up pushing your 
car to the next gas station. 
Changing up too early means 


too high e gear for your speed 
and will result in poor accel- 
eration. 

ft's possible for the race to end 


t My first impress 
ions of this game 
was that it was a 
rather bad version 
of Enduro but after 
further playing / 
found this was in 
fact gu/ie a good 
Httfe roadrace- 
Things like gearchanmng, fuel 
and radar traps are all part and 
parcel of the game and there's 
plenty of challenge to keep you 
coming hack 'just tor another 
go \ t really liked ft, and finishing 
the race m first place wilt be a 
goal anyone would seek for 
qui te a long while. 


Prfitifintation B6% 

Multilingual wallpaper 
instructions and stylish 
approach.. 

Graphics 70% 

Good 3D graphics and 
perspective on both cars and 
roach 

Bound 40% 

Little more than some brrrms, 
ch ugs, pi n fee and a cou pie of bits 
of music. 


men l of the scenery (thats the 
only way the screens differ on 
each level). Any anti -spells that 
successfully find their way Into 
Merlin's brew (they can be shot) 
knock the pot count down by 
one and add to the frustration. 


around drop anti -spells on para- 
chutes (it gets weirder) into 
Merlin's brew. To make matters, 
worse (life really is tough for a 
wizard these days), Merlin must 
avoid the dreaded blue Hell- 
wasp that frequently appears, 
since one touch from it spells 
instant death. Oh well, at least 
you have three lives. 

For all this complexity. Merlin 
is in fact a single screen shoot- 
em-up of considerable difficulty. 
The screen display is that of a 
valley, complete with some 
grass, a few trees, some hills in 
the background and a cooking 
pot (not forgetting a rather mor- 
tified looking cow that just 
stands there doing nothing). 
Merlin himself zips around on a 
little cloud and can fire spells 
about the place with a press of 
the fire button. Dropping an 
ingredient into the pot boosts 
the pot count by one and when 
this count reaches the magic 
number and Merlin's brew is 
complete, it r s on to the next 
screen and a quick rearrange- 


rfifi Cto£v-Cckwi try 


brought to a rather abrupt stand- 
still on hitting someone. The 
scenery to the sides of the road 
changes accordingly, depend- 
ing on which area you are racing 


through. On nearing a city you 
are told that you are approach- 
ing it in the form of Flashing 
message on screen. The city in 
question even appears in the 

hartnmi *nH tn macctiro k/r\t i rii 


in one of two ways — either 
through disqualification (failure 
to finish within the allotted time 
limit) or through actually cross- 
ing the line in time. If you com- 
plete the race in a quick enough 
time then you can enter your 
name in the 'hall of fame' which 
can then be saved out for 
appreciation at a later date. 


77% 

A good variation on a popular 
theme,. 


Prsfientstion 64% 

Nothing super -dupes. 


ttntpt 
lib iSfe 
Sfttfrr i 

D&7f| 


\ \ 
/ mpf*/ 


Ca tS4 


/ J J #/ 




Hook sbifl tty 

Addictive as any other of Ihe 
genre, 


UssfcEibility 80% 

But has that little bit more than 
your average race game. 


VbIua For Money 70% 

Would have been a bit more 
tempting if it was a slightly 
cheaper. 


Graphics 

Simple but adequate. 


Sound 3 

Not a lot but enough. 

Hook ability 61% 

Getting past the first screen i$ 
tough enough. 


Value ForMoridy 68% 

Simple game (certainly not to 
play) at a cheep price. 

Overall 

Nothing outstandingly original 
but still fun. , 


Lb stabilit y B4% 

Getting much further is even 
tougher and interest may wane 
with no real change in things to 
do. 
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Results of competitions run in ZZAPt 
issue 3 

We ran five competitions in issue 3, and the response to 'ill of them 
has been staggering — literally. Three of the competition boxes 
squired two people to carry eedi of them to my competition 
minion's broom cupboard, and when I saw them I passed outl 
At the risk of being boring, you could all make my life easier by 
remembering the following points. MULTIPLE ENTRIES does mean 
single entries for each competition inside one big envelope. NOT 
hundreds of entries for the same competition. It won't make your 
chances of winning any bettor, 'cos I'll just throw them atl away. 
Please mark such entries on the outer envelope as MULTIPLE 
ENTRY, and it helps if you list below that the names of the comps 

K u have actually entered. The actual entries are bast on a postcard, 
t failing that, the outside of a sealed envelope can be used AND 
you must put your name and address on each and every entry! 


ARIOLASOFT 

COMPETITION 

There was a fabulous first prize 
going for the best playing tips on 
Ariolasoft games, e 
Commodore SX64 computer 
complete with built in disk drive 
and colour monitor. Two further 
prizes ofCurrah Microspeech 
units were offered, and five 
further runners-up prizes of 
Wico Boss Joysticks. 

WUMfJFR 

Bajamiri Wong, Gatdtn Crty, Herts 


2nd and 3rd piece ; 

Simon Craddock, Blackburn, Lone*.; Nil* 
Blum, Sheffield, Eii*j 
4th to place: 

J Tilt mat, PUntifiumr, Belfaft; Sun 0 
K*fw, Londonderry; Petir Ward, North 
Omnuby, Middlesbrough Cleveland; 
Soieti Stao^aa rd, La-n-ga, Dtiimirk: David 
Chides. Leicester, 


VIRGIN 

COMPETITION 

Virgin wers eager to give away 
20 sets of five games — 
SORCERY, STRANGELOOP, 


ENSURE YOUR 
REGULAR 

COPY OF ZZAP! 64 

V A V 

When i a magazine is rising in circulation (being new, ZZAPf 
is doing this) and so sells out immediately, you may 
experience difficulty in obtaining your copy every month - 
So l he best thing to do is place a regular order with your 
local newsagent, which you can do by handing him this 
form. 


i 

■ 

I 

I 

I 

I 

I 


Please place me a regular monthly order for 
ZZAPt 64 Magazine. 


Name 

Address 




*■■§-! 


To the Newsagent: , 

ZZAP! 64 Magazine is published in the middle of every 
month by Newsfield Ltd, 1-2 King Street, Ludlow, 
Shropshire SYS 1 AO. Tel; 05645361, and distributed to the 
newstrade by COMAG (00954 44055). Please check with 
the publishers if you have any difficulties in obtaining 
supply. 


I 

I 

I 

I 

r 
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GATES OF DAWN, FALCON 
PATROL If and GHETTO 
BLASTER. Here are the lucky 
winners: 

PM Butlar. York, ¥02 5NN : Jawm Carte*, 
ieicBste r l_E4 GPA; 5 Dod*werth, 
Middlnbcrvugh TS3 7QX; Margaret 
EwefV, Br^miMrov*, Worca; D Farnaby, 
Cleveland T$i JBO: S Gllmour, PJyrmMjth 
PL1 5 LX; Christopher Jocks, Leitj LEB«_U: 
Swrjif Kaur, Birmingham B23 7YY; Leigh 
May, Hcrfty, Siiltty RHfi ; BLR ; Steven 
Md-earvPVrtftHfaivvPHIf SAP; DanM 
Merm, Lenca BL3 3ffH ; Nick Pace, 
N«wcjitlt-Uptirt-TynB NE2 1 2PJ; Paul 1 
Phillips, Birming ham 8JG *JB, Sloven 
Quinn, Co Donegal, Eire; Ehyn Rimoilrti, 
London NW11 BBU; Michael Sinclair, 
Belfast BT4 2EH; Andrew Smith. 

Ma.nch€ t lor fcGI 11M.; Harry II Taylor, Kerri 
CT194PW; Michael Underhflf. Devon EX.15 
3NI, Andrew Wood. Shrewsbury SY1 4DY 


GRIBBLY'SDAY 

OUT 

Hewson Consultants wanted to 
know something about the 
babbits of Grsbbletsand were 
prepared to give away 100 
copies of the Sizzling game to 
winners who could answer the 
five simple questions. Here are 
the winners. . , . 

Mark AMdrod, Shaft Hid SIB 5YW; 

Christopher A*hui* H Urw* WNG TBP; K 

Baker, Gkis GL51 SBL, Richard Damn, 
Kant ME4 1ND: Ma rfc Bell, Lancs OL72 7 ED , 
Peter Bonham, Surrey GU5MJAU; Gregory 
Bragg.. W Midlands B92 7KU; Mark 
SumyKTS UP; Julian Bryant, Barks RG4 
■ONE, Edward China, Hunts QU14TDF; 
Michael Clarke, Meiseyside 162 4«Q; 
fioburt Coles, Wilts BA129HS; Peter 
Conroy, Liverpool 11 OOP, Gilliam Corbett, 
Betfasl BTB GPJ; Roa*Cof&*tL Eu*k CMO 
BEX: Jonathon Cuttam r Cheahir#5K 12 
(II; An|ly>ny Con, Bn&tol ESI 7 6H; Jason 
Crahtraa, Herts £G7$HL; Andrew C huh i* 
Edinburgh EH 10 7AZ; Francis Durr. 
Glasgow GS&4AS; R Dempsey, 

P !-i M^ofOtitlh; Colin Doran,. Lanarkshire 
MLG9RP, flebort DouW a, Ipswich IPIDOVL; 
Richard Duke, Gwent NPG4EJ, S Edward*, 
Esso* SS7 5JR; Mark Edwards. Devon 
T0 13 OJN; Andrew Ellams, Cheshire WA7 
4 NY; Chrta Fagg, LafeLElfi 7 Ut; Andrew 
Farmer, Shrewsbury SY4 4JX; Stavea 
Gil*f, Huddef*fleld hD7 I FT; DR Glennan, 
Staffs ST140^P r GltfinG»dKEt*MC04 
4FTj Kevin Gray, Edinburgh EHl3 5RF; 
Gareth Halhtt, KentDA7 5RG, Andrew 
Hammond, Surrey GUZ5 4EW; Jonathon 
Harris . Shr &p -fhir# SYS 4DAj J Hanlaoo, 
Durham DH1 2 s U; Brian Hays, Herts $Gi 
48W; Anthony Hwl-gea.Nr Elista#; Denial 
HaighTC, Surt«y GUIS ZSE; Mark Hobbs, 
Tyne S; Wear; Marlin Hoklw, UntiFYS 
• : AlganHopwtiod, 3BDressi ngton Ave, 

Qrocklay, London S€4 1 JG Jason 
Howsden, Essom CMt SDA; John Hugbai* 
Cumbria LA 1 3 0QJ; Jason Hum ph ri*a. W 
Midlands; ?hU Jon**, L**ds L-S2C 0 EJ, S 
Jones, Surrey KT13 SED; Mark Ktdglay. 
Hart*; N XingswcMid, Lines LN11 :-. >L; 
Graham Kinniiir, Northampton NN3 1DN; 
Htcfcy Kumar, Middx HA3 RAJ; Ian Kyta, 
Kent DAS 7QF; J Lackenby. Cleveland T&14 
RJK: Jason Little wood. Notts SCO 4SQ: 
Andrew Lochria, Cleveland TS6 7ND; NG 
Marshall. Bark* RG132AT; Stavan 
McDovitt. Gla sgowG2iD r T McLaughlin, Ely, 
Cambs; Mark McNd), Tym & Wear NE28 
TEX ; Juftln McN* ughton, Middx HAS 1SU ; 
C Msfizies Cheshire, Simon Mlck1#wtlflht, 
Gwent NP4 0BA; Gary Miltigsn, Lanark 
MLS SSB; A-P Mitohell, Northanb NN1 fl 
MY: H*.h Kri Moran, Chethko SKS4G£; 
Graham Morgan. Coventry, W M idlands, 
CP MuINnatiX. Cheshire CW1 1LE; AiOne, 
Umdon SE19 UG Jylia Paine, Kant ME IS 
SNO; Rieahrd Paine. Shropihhre TF^SU: 
Richard Pearce, Surrey GU3 IDF; R 
PefticjPew, ChaehireCWBADS, Hell 
PhiHIpf, Bucks HP 10 SAP. £J PUkington, 
Cheshire CW4 BNIR, Dfivid Pya. Land WNS 
SJA: K anti Roech, W Midlands B7S SHY; 
Brendan St''ur*W, Hamilton MLS flKZ; 
Mark Semple, Co LendorKfcsrfy; Andrew 
Sharp, Doncaster DM3 6FJ; Michael Slater, 
Lane* ULO BEN; Graham Smith, Worslay 
M2S4JJ, T Smith, Kent DAIS 3LH; Nigel 
Smith, Stoke-on-Tienr ST0 7BQ; Creham 
Souttter, Essex SS'i 6LZ; Paul S^irou. E 
Sussex BN25 7AM: Adam Steiner, London 
N65UB; DerrylS Taytor, Kent CTl$ 4PW^ 
Glen Taylor. Kant DA£1 3PY; Neil ToNIree 
Essfrii, Gerald Vdowlta, Middx UBS 7AL; 
David Ward. Gouncwk PA 19 1YN; David 
Watson, Tyna & Wear NE36PW; E Watson, 
Perth; Phlfc Watt*, Mid Glamorgan r 
Martin Wilson, Sheffield SI 7 400; A 
Woolmer, Gins GL6 Phiiiii Zarieren. 
Surrey KT5BNJ. 




Shtun Daire, Antrim E3T4I 2TB, Matthew 
Feit, Bushay Heath Herts: Olair Carter, 
Norfolk NF$ BHZ ; Paul Young, Shaft kid S5 
QA J; Ahdrew Foster, Somarset B A3 h EZj 
Jonathon MirGull, Co Antrim; Alan 
Cameron, Powys ; Andy SnMth, S 
Humberside DN37 OGD, Sanon HI»«rt r Co 
Durham OHS 7JL; Gfl Smalt, Somerset; 
Sean McCauley, Co Donegal, Eire; Gregory 
Aihmore, Kent CTl4 7N£; MConnolN, 
Berk* GRG14 6JY; David Rankin Hanle; 
Jeremy Dkkman, Lkcs PC21 6JG; Tom 
McKee, Rosa IVTA^W; Mirtyh Wilson^ 
Cornwall PL1 1 2LV; Matthew Ward, E s**X 
hGZADN, Nicholes Smith, Derby S4$; Mark 
Ashworth, WSumv GUZ9 OLA; Dale 
Hogwood. Herts HP3 BPF r Lee Gomm, 
Herts HP4 2HT; Richard 8 arron, L65 960. 
Jason Stepiien n. Be irow-uno n -Humber 
DN19 7A3^ Paul Whebl*. Middle Laurance 
Rkhardaon, Norfolk PE3Q 4XG; J*r*my 
Hngy. KiddiltninFtef, Worn; John Nunn,, 
w Yorks; G Ogta, Cardiff CF1 ILF; Alex 
Mrchie, Surrey GUIfi&YQ, Kenneth 
Norton, PEI 3 4NW; Darren Martin, Suffolk 
CO10SNE; ISenbliuflA Hart s ALB TOP, 
Noel Hines, Leeds LS?ZS£ ; Douglas Lae, 
Eitir RM3 7EX ; Lee RussaJL, London £7 
OLf; Chrb Robinson, W Yorks BD20 DJH; 
Stuart Tornfclnson, Stoke on -Tient ST4 
^RU; Awl Pinhes, London NW44TD; E 
Jetton. Perth; Andrew Teal. Le^ds LS36 
CPW, Androw Ric herd-son, Stockton ISIS 
5 LB; Neil McNicholf , Co Londonderry BT4fi 
SOX; Graham Smith, Gwent NPdJFP; 
Andrew Richmond, Darby S41 GDH: 

Wilfred Hamer, Clawatend TS1BSLB; Jason 
Roger*, Blackpool FY4 3AZ, ChHftopher 
C-artwfwhC , Cheshire*; Daniel Crowson. 
Nottingham NGBSQW; Karan Rdlph, Tyne 
S Wear NEE 5PH; Mark Roger*, Brighton 
BN 1 SFF ; Stm D avis. Kant DAB 3BE ; Terry 
Gillian, Leedt LSli 7SJ; HJ Mennie 
LU7 7UD; Tony Smith, Kent DA1E3LH; 
Paul Yarnokf Bristol BS1S $OR; Miehad 
Witt. Hants SP11 EHG; Toby Hughes. 
Surrey RH27QT; K M, Fife KYI IPX; M 
Skidmore, W Midlands a&ZgRfL Julian 
Bade, Cleveland TS10 4JB; Darren Priest, 
GlogcBsler GLl 5JB; Anthony Shuts. 
Clicks: Mark BJack bum, Norwich; Jason 
Lin, Bridgnorth, Shropshire: Paul Wise, 
E**#x C</59LJ; Matthew p arson, 
Portsmouth POB^Pt; John HaJber. 
Thatcham, Berk*; DA SpandHy, Blackpool, 
Unu; Pttet She#, Clacks FK 14 TAV; P041I 
Me Mi neon, Do-ncaster DNS 7GN ; Scott 
Neste i, London N 12 SAN; David King 
Dorset BHt7 TUB; N Barton, Newceatla 
NE1& $TA: Lev Goldsmith, Cleveland T$H 
SAP, Tony Holla-nd. Leicester LE9 7ES; 
PhlHp Zezarou. Surrey KTSENJ; Alan 
Green, Herts MP4 3JB, Michael JD Carrie 
London SWS 9SJ; Andrew Lord , Rochdale 
QL11 2DA; John Nunn, Hatffaa, W Yorks; 
Dad on Woods, London N4 iSB; Stuart 
Mugiotd, Harts EG1SJH; Jeremy Grldley, 
North anti NNl&OSY; Nail Groat, South 
Quean starry EH30 9XQ; TPaiihaltkera. 
Midda HA2 6AS; A Jones, Notts SSI ftfcW; 
George Bowden, London NWS; ME Ross.. 
Coichester, Essex; Ashr*f Aawat, Londkm 
E5 0S€; Nathan Ham :-s, Bristol; Jonathon 
Grundy, Mid Glam CF7 8GL; Robert 
Kingham, London EtT^EL; Mark Simpson, 


Lance; John Ahmed. Hu 1 1 HUS 6QX 
Shartwi Wade, Scaitigrpugh YOU IPS, 
Jafiorh Brewer. Blaek^wl; Matthew 
Hollertn, Cleveland TS147AJ; St^wen 
George. Leeds IS90EZ 


ROLAND RAT 
RACE 

COMPETITION 


TV AM's favourite rodent hero 
has been turned into a computer 
game by Ocean, who offered 
TOO copies of the game to the 
best cartoons... 









L THE TERMINAL MAN 



The liner rrcrpia pip not explore 
IN FIN ERR- SPLITTING WHITE BANG - 


tnSHB BURNER WITH 

the colour of sloop - 

FI&ROEL.V RNP SILENTLY* 
CONSUMING HERSELF WITH 
HER OWN INTERNAL AIR , , , 


WHEN SHE 
Hi T THE 
PLANET'S 

atmosphere 

SHE CARVED 
A PRETTY 
FIREWORK 
P 1 SPLHV IN 
THE NIGHT 
SKY — 


Minutes later her 
remains tore a great 

SCRRREP FURROW IN 
THE PLANET'S SURFACE 


SHE HAP BEEN A BIO LINER 
HER TAIL SECTION HIT 
AT A SHALLOW ANGLE — 



- MIRRCULOUSLY' 
SOME PASSENGERS 
SURVIVED,,, 



if, RND SET RBOUT 
TRYING TO STAY 
ALIVE -■ 


ANYONE^ > 
SEEN a V 
MEPIK(T?Ji 
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r LOOK OUT/ j 

THIS WALL'S 
GLOWFN&' 
COULD EXPLODE 


GET 

flWBV 


GET < 
POWNf/ 


r THERE'S ^ 
SOMEONE THERE! 
COMIN& TMROU&H . 
^THE FIRE / 


CUST WHO THE HELL 
RREVOLITO &IVE , 
t ORP6.R5 , PHL? 


MY NAME IS 
CROSS, 
IT SAYS SO 
- HERE $ j 


~ uno i ^ 

THOU&HT \ME 
WERE MERNT 
TO STAY BY 
The wreck 

RNp WRIT 
FOR 

RESCUERS 


THERE IS 

cutting GERR. IN THE 

SERVICE &RY5, SET fT 
ONI? RELEASE THE PEOPLE 
TRAPPED IN THE 

entertrsnment section 

then FIND VEHICLES - 
. WE MUST LEAVE HERE 
SOON* ' 


•■r YOU HAVE - 3 UST X 
/ OBSERVED IT — 

r therefore it 15 not 

IMPOSSIBLE, MERELY 
UNEXPECTED, 

^ MOT WH5T& Tl/VU; WITH 


W I RM-^^ 
f WAS -A T 
SHIP'S OFFICER, 
MY TASK IS TO 
GET YOU TO 
YOUR ORJ&INRL 
DESTINATION -j 

earth , ^ 


r —THE ^ 

ARCADIA HIT 

AN ANOMALY 
IN HER LAST 
L WMP, ^ 


will come 


— IT ~ 

led ~fd the 

SLACK HOLE 
WHICH ORBITS 
that rep 
^©IFINT,/, 


Then ALL WE ^ 

'OT TO PD 15 FIND 
F FEDERATION 
^base HNP ft/ 
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STORY BY KELVIN GO SNELL* 
DRAWN BY OUVER FREY ? 




WRDN& ON ONE \ 
COUNT, CROSS, J 
HERE COME OtlR 
RESCUERS, COOK 


TH3S 

/ SV&TEM 15 fl > 
f DYSON SPHERE, 
ITS OUTER WORUOS 
HAVE SEEN 
BROKEN UP ANP 
BROUGHT IN TO FORM 
A SPHERE 
V CLOSE TO THE 
\ BINARY y 

\w STAR , ^ i 


THE 

' TECHNOLOGY TD BUILD' 
SUCH R TWINS IS NOT VET 
HVRILflSLE ID MAN 
mt> NONE HAVE EVER SEEN 
FOUND IN THE MILKY WRY 
GALAXY, 

WE MUST FflCETHE FACT / 
V THAT WE OURSELVES / 
\ MRVNOT 6 & 1 NTHRT/ 
V SBLflXV* any J/ H 

X. MOREiii __ \ ] 


r HBYf 

OVER 


COME SACK, WE CANNOT 
..ASSUME THEY HRE ^ 

Ik FRiENPLV, jm 


NETMEN 



RDVRNCE - 
TAKE THE 
REST/ r 


' 


* * ■*' 


/ CLFfS&J F IC.RTI ON \ m 

* „ hostile, ^*1 

RRCBPIR carrier no ™ 

ARMS, IMPROVISATION f 
y IS SOLE OPTION, J 3 
l GET THE CUTTING/^* 
VGEAR - Now/Jyf ,,J 
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halt/ return THE 
CAPTIVE YOU HAVE 
TAKEN AND I WILL MOT 
HARM YOU, 


*X 


rl 


YOU WILL. NOT HARM US IT 
NETMEN npVflNtE ANA 
SAVE THE ONE WITH THE 
SENSE OF HUMOUR 
FOR. Mg / 


The supercooled pressurised 

OXYOEN SPEWED A LETHAL WHITE 
PERTH AT THE INTRUDERS 


7 




VERY WELL 
IT IS YOUR 
DECISION , 


STRIKE/ 


flWWR&H/ 


Kill back /. 

RETREAT/ 


gF* - 1 ^- 




^ THEY ^ 
WILL RETURN, 


WE AUI5T HURRY — 
MOVE THIS SEAR 


TO ENTERTAINMENTS 
tANP START CUTTING 


B-BUT 
THEY'RE UNMARKED,’ 

YOU SHOULD BE 
HIDEOUSLY' 

MAIMED. 


LET ME SEE 
VOUR HAN PS FIRST. 
THEY'LL HAVE BEEN 
CHILLED NEAR TiD 
ABSOLUTE ZERO. i, 


IT 

(S NOT 
IMPORTANT, 


IT IS DAMN WELL 
IMPORTANT, CROSS/ 
YOU TALK LIKE 
n COMPUTER, YOU WALK 


through walls of fire 

PNP YOUR BODY DOES NOT 

OBEY THE RULES OF PHYSICS/ 


THIS IS 
WHAT 

I AM,,, 


I DO I 
not yet fully 

UNDERSTAND 
THE CONCEPTOF 
■TRUST', 

BUT ! MUST 
TRUST YOU, 3IN 
KIMRS, IF 1 WANT 
YOU TO HELP ME,* 


I KNOW FROM THE 
PASSENGER LIST THAT 
YOU ARE PIN KIMAS, 
YOU HAVE LIMITEP 
PS l "POWERS AND 
THESE WFLL &E USEFUL 
TO ME IN LEAPING YOU 
TO SAFETY, A 


OH/ 


OUST MHO — 

OR WHAT- 
RR6 YOU, 

. MISTER?/, 


OH MY,,,/ 
1 FEEL 
SICK,.. A 


WHAT H AS J 

Ft 



r 
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US. Gold Limited, Unit 10, The Parkway 

Indus! rial Cenire, H encage Si, Birmingham B? 4LY. 

telephone: 021359 8881. Ifcle*; 337268. 


ite and hear all the acrion Here ts the hrai simulation iu Lrti 
high quality speech (rum jrauj computer Bad wtaih 
ln ' 1 '# 1 emergencies and instrument failures prtmsde an 
tyrrchingm* eiiviroument Twenty aircraft could be eallui* 
you, all vying for erne runway! Heat their radio calls 
anil ytJUI broadcasts in hi eh quality speech f The Safety 
fasscngErs is m your hands as you guide jci auhnCTS ar 

CoucTOftif to their Jei5Ein4ljtina! 
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The officially e ndorsed version 
of the IMo.1 arcade game by 
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Imagine Software Is available from^J^.WHSMITH WPOtWOBTH. USKTS . Rumbelows . Sp^CtTUn Shops and all good dealers. 


Imagine Software [ 1 9&4J Limited *6 Central Street* Manchester M2 5NS* Tel: 061 834 3939-Telex: 669977 






